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WARNING! 


ONLY ONE ISSUE LEFT! 


You’re looking at the last issue of NF Magazine for 2014, and you 
know what that means - it’s nearly time to renew for the new year. No 
matter whether you signed up during our Year 2 Subscriptions 
Kickstarter campaign or jumped on board later in the year by buying 
through NFMagazine.com, everyone's subscription is set to expire in 
January 2015. (It's how we do things here, to keep everyone on the 
same schedule together.) 


There's one more issue heading your way after this — Issue #13 
covering January/February. That's your buffer issue. After that, no 
more NF unless you renew! You've got to keep the Force flowing! 


Because it worked out so well last time, we'll be launching a new 
Kickstarter campaign to take care of both renewals and newcomers' 


subscription orders for 2015. That campaign will go live on January 12. 
You'll get an email notification or two to remind you that it's happen- 
ing, along with another notice like this one printed in Issue #13. 


So don't go spending a// your holiday money on Amiibo figures, OK? 
Save a little bit for January, so you can keep NF coming to you! 


2015 RENEWALS & 
NEW SUBSCRIPTIONS 


HE MAGAZINE 
KICKSTARTER 


At 
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An Attitude of Gratitude 


After years of waiting, it's finally here - the 
all-new Super Smash Bros.! Whether you were 
awaiting the 3DS version, the Wii U edition or 
both, you're now able to fight it out with the 
largest, craziest cast of characters the series has 
ever assembled. We're in full-on celebration mode 
about it here at NF, as you'll find Smash on the 
cover, Smash as our leading Review, Smash taking 
over the Retro section and, of course, our mega- 
sized, double-sided Smash poster included with 
each copy of the print edition! 

Of course, Super Smash Bros. isn't our only 
focus for this final issue of 2014. In fact, it didn't 
even get the top billing in the issue's title — rather, 
that honor goes to The Gratitude Project. In the 
spirit of Thanksgiving, we're kicking off a social 
media project to express our thanks to the men 
and women who work to make our favorite hobby 
possible: the game developers! Too often, the 
feedback they hear is entirely negative. Everyone 
takes the time to complain when they don't like 
something - few take the time to offer praise 
when they do. So we're doing something about 
that! Flip over to Page 39 for more! 

It’s a topic that's a perfect match for Super 
Smash Bros., for me, because more than any other 
game series, the lead-up to and arrival of a new 
Smash sequel makes me reflect on how lucky I’ve 
been to have Nintendo gaming as a part of my life. 
The characters and worlds 1 loved as a boy are not 
only still around today, but they're crossing 
over with one another and beating each 
other up! It's pure, nostalgic fun, and 
I’m especially thankful 
for that. 


LUCAS M. THOMAS, EDITOR-IN-CHIEF 
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ISSUE #1: 
SEPTEMBER/ 
OCTOBER 2014 


My seven-year-old daughter positively 
lit up when she realized all the char- 
acters listed in the "Leading Ladies" 
feature in the latest issue were girls. 
Really drove home the point that rep- 
resentation matters. - MIKE 
WINDER 

That's exactly what we were hoping 
to hear! Hey, Mike's daughter - 
thanks for reading! Grow up and be 
a leading lady yourself, OK? You 
can take charge and do anything 
you want to do. Be anything you 
want to be! 


My eight-month-old daughter ate 
mine. I'm very distraught. I'm not 
even joking. - NICHOLAS 
PACKARD 

Um, that’s not so much what we 
were hoping to hear. Let's see... 
fiber's good for babies? 


1 really liked the look back at the 
Game Boy. It was interesting to see 
how old some of these games are now 
... blew my mind. - PATRICK 
MELBOURNE 

We've been shaking a few canes 
and hitting DK over the head with 
them ourselves. 


| loved all the Zelda/Hyrule Warriors 
content. - AC 

We love all the Zelda/Hyrule 
Warriors content, too! In fact, 
there's more to come on that front. 
Stay tuned for the debut of our DLC 
reviews in our next issue, as they'll 
kick off with some evaluations of 
what's been added to Hyrule 
Warriors since it first went on sale 
in August. 


| really liked it, as my first "new" issue 
it made a really good impression of 
what to expect from NF. The preview 


The Leading Ladies of 
gaming took center 
stage in our last edition, 
as Shantae and her 
Pirate's Curse pals led 
the way as we looked 
back on all of the most 
impactful female heroes 
and villains in Nintendo 
gaming. (We've got our 
review of the new 
Shantae ready on Pages 
20 and 21 this time.) We 
asked our readers what 

you liked about NF #11: 


for Shantae and the Pirate’s Curse has 
convinced me to pick up the 3DS 
version. The Top 30 list was a fun look 
at the ladies of gaming and Samus got 
the well-deserved #1 spot. Great 
issue! - WESTON MCKAY 

Welcome aboard! Now shiver our 
timbers and be walkin’ the plank 
and other pirate-related lingo! 


You have an awesome article on the 
25th Anniversary of Game Boy! 
Thanks for writing that! - DOUG 
BODINE 

Thanks for reading that! 


Overall it was a strong issue. In par- 
ticular | enjoyed "The Women of 
WayForward," and as always you guys 
got me hyped with previews. 

- KENNETH МҮМАМ 

Feel free to now get yourself hyped 
for the new Nintendo 3DS models, 
Kirby and the Rainbow Curse and 
Code Name: S.T.E.A.M.! (Those are 
a few of our previews this time.) 


The Leading Ladies list was awesome, 
and | usually don't like lists like that. 
(P.S. My sister did the Shantae comic!) 
- SCOTT CHRISTY 

Indeed she did! Well done, Angela! 


The lists are fun but | do want more 

Retro content. | would even write it! 

- JEFFREY WITTENHAGEN 

So would we! Let’s see, what retro 
Nintendo console has an anniver- 

sary next... Virtual Boy?! Uh-oh. 


The Next Newcomer 


After your Mii Fighter of Nikki (who I love 
using by the way), І realized there was 
another Mii Fighter that Smash desper- 
ately needed. And so, Captain NF joins the 
Force! She's a Mii Gunner, naturally, and 
when putting her into the Western Outfit, 
she gets the red coat, white sleeves and 
denim bottom that the character normally 


has. - DAVID FLEMING 


Excellent work, David! Young Princess 
Natalie Francesca Keene the First is the 
perfect fit for the Smash cast, 
how she's the heir to the original old- 
school Nintendo crossover cartoon 
series. She'll wield the Zapper well! 


| had always overlooked Shantae since the Game 
Boy Color days, and you guys finally showed me 
what I’ve been missing. Also, | can say both my 
wife and teenage sister-in-law were both inter- 
ested and impressed by your take on women in 
video games. It’s refreshing to see the focus on 
quality gameplay and a positive gaming experi- 
ence. - NICHOLAS PACKARD 

We're glad to hear they enjoyed it! And we 
couldn't agree more about needing more posi- 
tivity infused into gaming. 


The idea of making Nikki a sort-of "mascot" for Mii 
Fighters is a brilliant one, and she was actually the 
fist Mii that | put into Smash Bros. for 305. (The 
second was Robin Williams.) Your ideas are 
superb. - HEROPONCHIN 

How many of the rest of you out there took our 
advice from the "Nikki Swaps In!" feature and 
actually made Nikki from Swapnote into a Mii 
Swordfighter in your copy of Smash? She won't 
be the last Mii Fighter we present, as we do 
have an entire staff full of NF Miis here... 


All the people | played Smash with bought a 3DS 
specifically to play Smash. Needless to say, 
nobody knew who Nikki was. I like using her 
though. Do we have any options for the Gunner 
and Brawler classes? - ZACHARY HITTESDORF 
Looks like Captain NF may be our Gunner can- 
didate. Who should the Brawler be? 


seeing as 


My brothers are a bit skeptical, seeing as they 
don't know who Nikki is, but | enjoy using her and 
the idea of her as the representative for the Miis. 
- ALEXANDER BODINE 


| actually use my Miis very often. | just put a 
bunch of them in the game . . . shame | can't use 
them in For Fun or For Glory. It's really not fair. 

— ARTHUR ANGLADE 

That is a bit of an odd restriction, and one that 
we'll address in our review of the games later 
in this issue. 


Those are the basic, first specials for the Mii 
Swordfighter, right? (If I’m wrong, please correct 
me.) Now the only question before | make her one 
of my Mii Fighters is this: Which outfit and hat, if 
any, should | give her? - DAVID ADAMS 

For Nikki, we recommended the standard, #1 
specials for all but her Up move - for that one, 
we picked the #2 option. As for her wardrobe, 
we left that undefined on purpose. The outfits 
and hats are purely cosmetic and don't change 
the way she plays, so you can feel free to suit 
her up in everything from ninja garb to neon 
armor. It's up to you! 


SUPER SMASH BROOOOOOOTHHHHHHHHEEEEEER 


- HEROPONCHIN 
Inbox Letter of the Vear. 


Princess of the Stars 
Sharing a pic of my daughter in her 


Rosalina cosplay made by me for 
Halloween. Give in to the cute! 

- MEW PUFF 

Stellar work! OK, the rest of 
you - you've got one year's 
notice to make an awesome 
Nintendo costume for your 
kids for next Halloween. Go! 


DON'T ANGER 


THE OX 


Dear Mr. Ox, 

| do hope you're having a pleasant time writing for 
Nintendo Power's replacement. | enjoy reading it 
quite a bit. I'm a pretty big Final Fantasy fan, and 
when I finally got the chance to legitimately own FFIII 
(the actual number 3), І was pretty excited. Especially 
because they remastered the thing and made it have 
pretty wicked graphics. Then they did the same thing 
to IV, and now I hear they're remaking VII, something 
that fans have been whining about for years. (They 
can skip V, nobody wants that.) I’m waiting on my 
favorite SNES-era Final Fantasy - that would be the 
one with the clown prince Kefka, Final Fantasy VI. Will 
Square Enix make it? Probably not, but with the FFVII 
remake in progress, | have some hope. What do you 
think, Ox? Does one of the best RPGs of all time have 
a chance, or should | stop being a graphics-obsessed 
lunatic and just play FFVI a bunch of times and use 
my imagination? Kupo Kupo! - CAMERON AULD 
Honestly, despite how much sense it makes, I'll 
only believe the VII remake is happening when | 
see it. 

As for VI, it seems like 50/50 odds to me. There 
will undoubtedly be more releases, because 
Square Enix knows there's money in that. The 
bigger question is if they think there's more 
money overall in a straight re-release, or if the 
added investment to update it will draw in 
enough people to compensate for the expense. 

Meanwhile, I’m just waiting for them to finally 
get off their butts and do something with Rad 
Racer already. 
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You Say You Want ап 


Evolution? Well... 


In Issue 4175 final preview for Pokémon 
Omega Ruby & Alpha Sapphire, we gave 
you all a look at several of the new Mega 
Evolutions making their debut in the 
Hoenn Region remakes. We then asked 
our social media followers which other 
older Pokémon they'd like to see get an 
all-new Mega form. Read what they had 
to say, then check out our full review of 
the new games on Pages 74 and 75! 


Uh... Mega Rapidash please! | can't 
even imagine how much more epic 
Rapidash would be with wings. 

- DANIELLE BOOEY BOYD 


| need а Girafarig Mega so bad. 
- ANGELA WILDMAN 


Ledian and Ariados, because far more 
than we need iconic Dragon Megas or 
Megas for the most popular, we need 
Megas that allow weak Pokémon to 
have a chance to be viable. - ELIJAH 


WILLIAMS 
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Liis. Mracdoas. Cortes Scouting! 


POKÉMON OMEGA RUBY 
& ALPHA SAPPHIRE 


SG 
row 


MEGA ALTARIA 


MEGA METAGROSS MEGA SALAMENCE 


MEGA LOPUNNY MEGA DUNSPARCE 


Miltank with a more intense Rollout. 
higher defense and bigger... ears. 
- TOMMY CHEUNG 


I'd like to see a Mega Porygon-Z. Poor 
Porygon gets no love from anyone, 
mostly because they never show up in 
the show. | imagine its Mega would be 
even more glitched out than it already 
is, with a massive boost in Special 
Attack and Speed. | don't know what 
ability it'd have, but it'd probably 
make Mega Porygon-Z insane; figura- 
tively and literally! - KYLE EMCH 


Came to say Miltank, glad my job is 
already done. - STEVE BRINKER 
We've got to support this idea too, 
because we have no idea how they'd 
make it work, visually. 


I'd like to see a Mega evolution for 
Sudowoodo. It's an iconic part of 
the Gold/Silver experience but 
hasn't been given any evolutions 
or updates over the years. Plus I'd 
love to see what a fully grown 
rock that pretends to be a 
plant would look like. 
- LILITH CATHCART 


GET IN TOUCH! 


Have a question? Need to change your subscription's 
address? Want to submit a letter to the NF Inbox? 
Use the "Get in Touch!" box at NFMagazine.com! 


Prepare yourselves for the Flygon 
invasion... - S.R. FLUX 
Really? OK. 


Flygon, because with Altaria's buffs 
he’s the weakest Dragon and can’t be 
regular-evolved to fix it. - DONALD 
THERIAULT 


Flygon cause it’s needed. - JULIAN 
RANDOLPH 


Flygon; he’s been living in his little 
brother Garchomp’s shadow since 
Garchomp stole his unique typing and 
did his job better. A Mega is just the 
way to give him limelight again. 

- DAVID MOZURKEWICH 

Yep, S.R. Flux, you were right. 
People really want Mega Flygon! 


The ice cream cone one. Because ice 
cream. - BRY SHARLAND 


Mega Marowak with a second Ghost 
typing and the Parental Bond ability. 
Also since Eevee is the Evolution 
Pokemon and has an awesome 
Normal-type moveset but no stats it’s 
a very viable choice. - NICHOLAS 
PACKARD 


Golduck, because he needs to be 
Water/Psychic. - LUIS SORA 


Mega Relicanth or Walrein. - JOSH 
SPEER 


Dunsparce, of course. Not only does 
Dunsparce have one of the coolest 
designs of Pokémon Gold and Silver, 
but giving it a Mega Evolution would 
allow this magnificent Pokémon - so 
often denied love and affection - to 
receive the recognition it truly 
deserves by making this Pokémon - 
sparse (see what I did there?) in com- 
parison to such favorites as Flygon, 
Dragonite and Feebas – useful and 
lovable to Pokémon Trainers, allowing 
it to take a spot in the light where it 
belongs. - TERRY WOOD 

Not gonna happen. 


Dunsparce. Because Wynaut? 
- DANIEL 
No. 


Mega Wobbuffet. If they did for its tail 
what they did for Mawile's horns, it 
would be EPIC FREAKING AWESOME!!!! 
And, of course, Mega Dunsparce. I 
want a Mega Dunsparce with a long, 
serpentine body, feathered wings, 
Normal/Dragon type and a face like 
Lucas M. Thomas. - SARAH 
ELIZABETH MILLER 

Seriously no. Nobody wants to see 
that. 


ЕЗ Facebook.com/NintendoForce 


м @NintendoForce on Twitter 


o| YouTube.com/NFMagazine 
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RETURN TO 
TERMINA 


The fans have been heard! 
Majora's Mask is officially 
being remade for 3DS. 


AFTER YEARS OF speculation, petitions, teases 
and wishful thinking, Nintendo has finally pulled 
back the curtain on one of fans' most desired 3DS 
games: The Legend of Zelda: Majora's Mask 3D! 
Unveiled at the beginning of the latest Nintendo 
Direct, players will finally have a chance to revisit 
Link's darkest adventure in an improved, 
portable form when it arrives on 3DS next year. 

The announcement of Majora's Mask 3D has 
been a long time coming. Ever since the release 
of Ocarina of Time 3D in 2011, fans have been 
clamoring for its follow-up to receive a similar 
makeover. This outcry ultimately manifested in 
the Operation Moonfall campaign, a fan-driven 
movement dedicated to making Majora's Mask 3D 
areality. Like Operation Rainfall (after which the 
movement was named), the purpose of Operation 
Moonfall was to call attention to the sheer 
demand for a Majora's Mask remake, which 
would hopefully convince Nintendo to release 
one. (We profiled Operation Moonfall in the 
Community section of our second issue.) 

Whether or not the campaign had any influ- 
ence on Nintendo is open to speculation, but the 
desired result has nevertheless been realized: 
Majora's Mask is being reimagined for the 3DS. 
Like Ocarina of Time before it, the game has 
received a significant visual upgrade in its move 
to the handheld, bringing the doomed land of 
Termina to life like never before. From the brief 
footage we've seen thus far, it's clear that the 
environments are more detailed now than ever 
before, while the character models have been 
smoothed out for a more organic look. 

It seems the visuals aren't the only thing being 
reworked in the game's transition to 3DS, either. 
According to Zelda producer Eiji Aonuma (who 
made his directorial debut on the series with 
Majora's Mask), the gameplay is being tweaked to 
accommodate newcomers and those who may 
not have finished the quest in its original incarna- 
tion. While Aonuma didn't specify just what these 
tweaks will entail, he did note that the game will 
include hints to help players along. Aonuma also 
confirmed that the game will feature gyroscopic 
controls, similar to Ocarina of Time 3D. Perhaps 
most tantalizingly, Aonuma hinted that the expe- 
rience will somehow differ when played on a New 
Nintendo 3DS, though he did not explain how. 

Fortunately, we won't have to wait too long to 
find out - Majora's Mask 3D will land in Europe 
and North America in Spring 2015. - KEVIN K. 
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"Finally! | was 
starting to think this 
game would never be 

announced!” 


- KEVIN К. 


tA 


ne 


“A portable Majora's 
Mask? Great! Now 
that creepy Link statue 
can follow me wherever 


| go!” - LINDSEY 


“That moon might be a 
bit scary, but the true 
terror is the Ha 
Mask Salesman and his 
creepy forever grin!” 


*shiver*- TONY 


MR. IWATA, BACK ІМ ACTION 


After a leave of absence, Nintendo's President is back at work - 
and making news fast with his comments on... region locking?! 


AFTER A PERIOD of illness which led to a surgery and subsequent absence from the Electronic 
Entertainment Expo earlier this year, Nintendo Co. Ltd. President Satoru Iwata has returned to his 
rightful place at the head of the company. During the most recent quarterly earnings report, Iwata 
told investors that he was now feeling healthier and that he had lost some weight, now that the 
tumor plaguing him has been removed. 

His first address upon returning brought some intriguing news as Nintendo looks towards the 
future. In the face of competing consoles omitting the long-held practice of region locking and fans' 
petitioning, Iwata recalled that there were numerous reasons in the past for keeping different 
world regions' software separated from others - such as licensing and marketing issues, and not 
"solely out of business ego." "As for what should be done going forward," Iwata said, "if unlocked 
for the benefit of the customers, there may also be a benefit for us. Conversely, unlocking would 
require various problems to be solved, so while | can't say today whether or not we intend to 
unlock, we realize that it is one thing that we must consider, looking to the future." 


"Here's hoping it's a serious consideration. While Nintendo may release many 
games worldwide, there are still more that never make it everywhere. Still 


wanting The Last Window and Disaster: Day of Crisis over here." - DAVID 


DEMO VERSIONS EVOLVE 


Are Nintendo's code-requiring “Special Demos" going to be 
the new standard for free trials of upcoming first-party titles? 


NINTENDO'S ALWAYS HAD a different approach to online shopping and digital downloads 
(for better or for worse), and the latest way the company's doing things differently is making 
"Special Demos" of some titles available to select fans. By doing things like being active in Club 
Nintendo or signing up for online newsletters, you might be sent a code to download one of 
these advance sneak peaks — which are actually pretty fully featured little experiences. 

The Special Demo version of Super Smash Bros. for Nintendo 3DS made five characters fully 
playable, leading to a huge boost of hype for the game - and some players logged tens, even 
hundreds of hours playing it. Playing a demo! Some people were even selling their demos on 
auction sites when it was exclusive to Club Nintendo members a week before its release, and 
some buyers were spending more than the full game's cost to get it. 

Pokémon Omega Ruby and Alpha Sapphire's Special Demo lets you find and capture a Mega 
Glalie, which can then be transferred to the full game. Poké-fans have been all over it. 

Nintendo has had a bit of a disconnect with consumers with the 3DS and the Wii U, failing to 
set them apart in some aspects from their predecessors. This new way of thinking about demos 
is one more step in repairing that relationship that is very needed. Hopefully, we'll see more. 


"Getting a bit of the game to play around with before 
release - and then having bonuses in the full game just 
for playing early - is a great way to keep people excited 
about new games and reward fans for keeping up 
with the marketing. It's a win-win!” - BRETT 


WALLPAPER SWAP 


The new 3DS Theme Shop is open for business. 


WE AMERICANS MAY may not be getting any fancy- 
schmancy New Nintendo 3DS devices or hoity-toity swappable 
faceplates until next year, but at least we can get a taste of 
customization right now with the new Theme Shop, which 
opened for business on October 6. You can alter your Home 
Menu background, icons and sound effects by selecting any of 
a variety of styles - from Mario to Animal Crossing patterns, 
from simple polka dots to a classy Hanafuda spread - priced 
at $0.99 or $1.99 each. Five basic themes - Red, Blue, Yellow, 
Pink and Black – are available for free right off 
the bat, but you'll probably want something a 
little more exciting. New themes are always 
being added, so don't worry if you can't find 
the perfect style today! 


"|t might be a long shot, but | would love to see user- 
created themes in the future. Perhaps Nintendo could 
hold regular design contests, and the winners could be 


made freely available оп the Theme Shop!” - TONY 


We should hurry to the Space Center at once. 
Come with me, Orlando! 
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COLLECTORS CORNER 


AMIIBO TO GO 
MAR | -О NLY IN JAPAN Keep your figurine friends safe on the road! 


Nintendo's home country continues to IF YOU'RE LIKE me, you eagerly awaited the arrival of your pre-ordered Amiibo figures, but 
receive some of the most unique items didn't necessarily think about where they would all go after they got to you. | store my Skylanders 
A 9 . in a run-of-the-mill plastic container, and my Disney Infinity characters - being more numerous – 

starring the company s main mascot. are housed in a cardboard box. Naturally there are better ways to house the figures on both sides, 
and Amiibos will be no exception. Two cases have been announced to keep your Amiibos cozy and 

"TIS THE SEASON for the yearly barrage of Mario goods to safe, both officially from Nintendo. One features a Super Mushroom, and the other is a Question 

release in Japan, and there are plenty of new items to behold. Block. The mushroom is a simpler design, just adding a zipper and some padding, whereas the 

Two of the more abnormal ones coming out involve coins. block has a dual-zippered fold-back case with ample padding. But will these cases have anything to 
One is a coin shooter, with which players shoot coins into a keep the characters from bouncing around inside on the way to a friend's house? It appears not. 


Mario map and try to get them through the course by manipu- 
lating platforms. The goal is in the upper-right corner, right 
next to two holes that lead to Game Over. The second is an 
elaborate pachinko-style game that ends with a coin pusher 
arcade machine. Players compete to get the most coins through 
the machine and out of the pusher. 

Epoch's new Mario Kart 8 set stems from a tried-and-true 
marble race game that they've used under several licenses - 
including past Mario Kart games. They've gone above and 
beyond with this one, adding loops and jumps that mimic the 
crazy anti-gravity driving found in the series' latest sequel. 

There's also a very large set of plushes coming from San-ei. 
There aren't any new characters, but several of these have dif- 
ferent poses. The set of 16 plushes comes out in December. Also 
coming are official coin purse plushes (fakes have been out for 
years), and some extra large Mario and Fire Mario plushes that 
are nearly 18 inches tall. 

Finally, there's a new set of Furuta chocolate eggs that have 
Super Mario 3D World characters inside capsules - Cat Mario, 
Luigi, Toad and several enemies like Pom Pom and Cat Banzai 
Bill can be found. The secret in this round is a Lucky Cat Mario 
with coin. These are some of the best Mario figures to have 
come out both in sculpt and paint jobs, and Furuta just keeps 
delivering! 


Rani 


DR. EGGMAN IMMORTALIZED 
Look how happy classic Robotnik used to be! What a grin! 


TOWERING 22 INCHES tall, here's Sonic's arch-nemesis standing proud, posing for his villainous 
debut. Remarkably, his nearly two-foot height makes him stand to scale with the rest of First 4 
Figures' classic Sonic the Hedgehog line (which includes Sonic, Tails, Knuckles, Metal Sonic and 
Super Sonic). Standing atop a platform from his Wing Fortress Zone from Sonic the Hedgehog 2, 
Dr. Robotnik is in the classic megalomaniacal pose that suits him so well. Cast in high-quality poly- 
stone, this piece wil run for $400. (It seems that as First 4 Figures has grown as a company, so 
have their statues and price tags.) He'll make his worldwide appearance in Q2 of next year. There's 
no exclusive this time around, with First 4 Figures opting to include the extras with every purchase 
and compromising on the run the figure will receive. A set of hands with and without the Chaos 
Emeralds will allow purchasers to pose him as they please. Personally, he seems a lot happier 
while holding the gems! The highly-coveted statue is very limited at 1,000 pieces internationally, 
1 0 making him immediately among the most limited pieces FAF has ever made available. With all of 
ISSUE #12: THE GRATITUDE PROJECT the great licenses they hold, it's quite difficult for fans to keep up! 


NEWS 


| Collector's Corner is compiled by Brett Martin, the world record holder 
for the largest collection of Nintendo memorabilia on Earth. For more cool 
collectibles and information on how to order from import shops, visit his site, 
The Video Game Memorabilia Museum, at http://www.videogamemm.com 


POKE-OVERLOAD 


More Monster plushes than you 
could ever fit in your Pockets. 


HAVE YOU BEEN following the Pokémon Center at 
PokemonCenter.com? We have, and there have been 
plenty of updates to get excited about. Each of the 
new Poké-plush releases have multiple sizes to choose 
from, and some even come in plush hat form. Some 
Halloween options also came out in time for the fes- 
tivities, including a Pikachu, a Pumpkaboo, a Dedenne 
and a Gourgeist. You can also see the large Mega 
Lucario they released below, as well as several other 
Mega Evolutions. A plethora of new Poké Dolls — the 
even cuter versions of these characters - have also 
been released on the site. They even have two differ- 
ent Greninja plushes which will be tough to pass up. 
Several of the originals and some of the latest ones, 
like Meowstic, are now available for $13 each. The 
Pokémon Minis section has all sorts of enamel offer- 
ings, and the apparel section has also been expanded. 
The art section has been overrun with demand to the 
point of shutting the section down and offering a 
message of product expansion! | only wish that each of 
Nintendo's properties were given this treatment and 
everything was easier to obtain! 


/ 


DREAM LAND’S PUNCTUAL HEROES? 


Making a strong argument for the continued relevance of the common wristwatch. 


ASAMI’S COMPANY IS releasing some watches that use the faces of the stars of the Kirby series - 
particularly, the four who were playable together іп 20115 Kirby’s Return to Dream Land for Wii. 
Kirby, Meta Knight, King Dedede and Waddle Dee each lend their colors and designs to decorate the 
bands of the watches as well. These timepieces are set to debut sometime in late December or early 
January, but all other details have been very hush-hush. The price will be indicative of the quality, 
but no word on what it'll be yet. (I'm just glad they stopped before they got to Waddle Doo, though.) 


CAPCOM'S Most CUDDLY 


Can you handle the cuteness of this new Mega Man plush set? (We can't.) 


MEGA MAN CAN be a devastating fighter, but he’s also pretty cute. Nothing reveals this like making him into a 
plush, as seen here in San-ei’s newly-acquired Mega Man license. Proto Man and his signature smirk are also cute, 
but Rush the robo-dog knocks cute right out of the park. Giving him an almost puppy-esque look that dares anyone 
to deny bringing him home, San-ei knows their stuff. Mega Man comes in two sizes and all will release in December. 
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Visualizing Sleep and Fatigue Cycle to Improve QOL 
By Five "Non" Sensing Automatic Measurements By Visualizing Sleep and Fatigue 
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WATCHING YOU SLEEP 


Nintendo's first "QOL" product has been revealed. 


WHEN NINTENDO ANNOUNCED their expansion into Quality of Life products last 
year - their first major business shift since the '80s - they enigmatically mentioned their 
hardware would be "non-wearable." Now, Nintendo's finally revealed what that looks 
like. Their QOL Sensor is meant to be placed on a bedside table, and estimates sleep 
quality by measuring movement, breathing and heart rate during sleep. 

Nintendo's overall approach to QOL revolves around the concept of "non-sensing," 
where users won't have to wear the device or even be in contact with it. They won't have 
to actively operate it, wait for results or deal with installation. (The lack of these aspects 
led to the demise of the Vitality Sensor Project.) 

Through the visualization of sleep data, Nintendo hopes to introduce people to the 


DLC CONFIRMED 


Let the Smash speculation continue - the 
final playable roster isn't final any more. 


IF THERE ARE any two Nintendo properties that are simply ripe 
for the possibility of downloadable content, they'd be Mario Kart 
and Super Smash Bros. As we're all now well aware, Nintendo has 
indeed begun offering DLC for Mario Kart 8, with the first pack 
available as you read this and a second following in May 2015. 

And now a recent Nintendo Direct focusing on Super Smash 
Bros. for Wii U has revealed that despite director Masahiro 
Sakurai's past denials, both versions of the buddy-bashing 
brawler will indeed be getting downloadable content as well. 

The first DLC will come in the form of a new stage based on the 
Miiverse, featuring an ever-changing array of messages and 
pictures pulled from actual Miiverse posts based on the charac- 
ters chosen. Not only will they be flying by in the background, but 
the messages serve as platforms to fight on as well. The Miiverse 
stage is poised to come out sometime following the release of 
Super Smash Bros. for Wii U, though a specific date hasn't been 
given yet. 

The second downloadable content comes in the form of a 
familiar face: Mewtwo, the Psychic-type terror of the Kanto 


science of fatigue, providing insight and helping people slowly, but posi- 
tively modify their behaviors. To this end, they've also brought in health 
experts from several Japanese universities and partnered with ResMed, 


Region! Last seen (Smash-wise) in 20075 Super Smash Bros. 
Melee for the GameCube, Mewtwo was believed to be all but for- 
gotten in the Smash franchise, with many fans' hopes crushed by 


a manufacturer of equipment designed to aid sleep disorders. 
In October, ResMed launched the S+ Sleep 
Sensor, which sounds suspiciously similar to the 

QOL Sensor. Aside from vital signs, the $150 
device also tracks light, noise and temperature 


a fake-out in the form of Greninja's debut trailer. But now, gamers 
who own both the 3DS and Wii U versions of the latest entry in the 
series can get him for free in Spring 2015 - and, at some point 

later, he'll be sold as paid DLC to those who only own one version. 


levels. Their platform lets users log caffeine, “Non-sense’ or nonsense? The 

alcohol and exercise patterns, and provides QOL Sensor will be tricky to 

them with personalized sleep strategies. The explain, but will be very com- “Glad they've changed their mind 
broader QOL platform will integrate sensors, pelling if it’s as seamless as they about this! Though the possibilities 
smart devices, cloud services and Nintendo’s say. Everybody wants a good for new characters are virtually 
game platforms. There’s no word yet on how night's sleep" — AARON cn dless, Pm mostly hoping MAGE 


the latter will tie in. Е 
classic stages return." - DAVID 


Yeah! 


DLC keeps extending 


already awesome games. ма 
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aa Unyeah... 


l'm already well aware of 
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ж- the science of fatigue. 


GAME FORECAST 


А quick look at the biggest games coming in the months ahead. 


CARD & PUZZLE EDITION 


A SPLIT RELEASE tops our forecast for this edition, as the intrepid 
Captain Toad is heading out on his debut solo adventure on December 
5 in North America, but fans in Europe will have to wait an extra 
month - there, the game won't go on sale until January 2. Regardless 


of which region you find yourself in, Treasure Tracker is sure to be 
another winner from the imaginative minds at Nintendo EAD Tokyo. 
You can read more about it in our new preview on Page 37 in this 


issue, and then be sure to check back in with us in our first issue of 
the new year for our full review! 


NINTENDO BIDS, 
CLASSIC GAMES OVERLOAD™ 


TREASURE TRACKER 


THE CAPTAIN TOAD situation is reversed for Ultimate 
NES Remix, though, as Europe got this game on November 
7, Whereas American fans have had to wait until December 


5. Of course, the content in this 3DS release is mostly 
drawn from the two Wii U eShop NES Remix titles that 
have been available for months, so it's all relative. 


AFTER THE CALENDAR finally flips into 2015, the first game we'll 
have to look forward to is Kirby and the Rainbow Curse. It's slated for 
February 13 in North America (which may mean we won't get any new 
first-party releases at all in January, sadly). The European launch for 
this clay-tastic adventure seems to be suffering from a dire delay, 
though, as Nintendo's said not to expect it there until the second half 
of the new year. What's up with that? Well, we've got a fresh preview 
for you on Page 36 to hopefully lift your spirits, European readers. 
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BEYOND KIRBY'S CONFIRMATION for February in 

North America, no further fixed dates have been estab- 

lished — we just have a handful of general "Spring 2015" ACODE NAME: // 
games next, including the new 3DS strategy design from " 

the makers of Advance Wars and Fire Emblem, Code 

Name: S.T.E.A.M. Read more on Page 36! 


<= 
WE ALREADY TALKED about this one back on Page 8, but how A "n" 
weird is it to finally be seeing The Legend of Zelda: Majora's Mask 3D A SOH ro AS 
confirmed as a real thing that’s happening, and have it actually be Na AO 
here on the Game Forecast as an actual title to be looking forward to 

buying? You'll be able to do just that in Spring 2015, and European 
fans will get the better deal on this one, as that region will have a 
special commemorative steelbook edition made available. 


IT SEEMS LIKE we had to wait forever for Super Smash 
Bros. for Wii U to finally arrive, but now the future focus 
for fans of HD multiplayer madness can shift to Splatoon, 
the wildly inventive new third-person arena shooter that 
first made waves (of ink) at E3 earlier this year. It's 
promised for the first half of 2015. More in our next issue! 


AVAILABLE AT CONTENT RATED BY 


| Nintendo 65һор = 


“2014 has been packed with incredible releases for both Wii U and 3DS, and it 
looks like the momentum going to carry right on into next year. Though the 
early months may be lean (which is nothing new), by the time Spring rolls 
around Nintendo looks like they'll be shifting into high gear again. 5.Т.Е.А.М., 
Majora and Splatoon will be a sensational trio together."- LUCAS 


It’s happening more and more frequently - great games 

found in the 3DS eShop are getting upgraded, HD editions released for Wii U. 
We wholeheartedly approve of this practice, and we're here to first highlight four 
examples of developers who've done this well — then present our picks for games 
we'd like to see "make the leap" next. 
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NINTENDO 


Taking a 3DS title's graphics and upgrading them to take full of 
advantage of HD? Check. Adding new gameplay content not 
found in the original version? Also check. Nintendo did both of 
those things, and more, when they got into the 3DS-to-Wii U 
game themselves with a first-party example of this phenom- 
enon in action earlier this year, Pushmo World. It walked a 
hard-to-define line between being a port of the first Pushmo 
game for 3DS and being a sequel to it, though likely leaning a 
bit more toward the port side of that discussion, as its core 
gameplay was unchanged from the series' debut. That's what 
makes a winner more than anything – if a game design has 
proven itself to be truly fun and addictive on the go, it doesn't 
need to be overhauled in the move to a larger display and dif- 
ferent controller. (And actually, the screen on the GamePad 
makes port-ups from 305 easier than in any past generation — 
you can transfer touchscreen elements directly, whereas, say, a 
DSiWare game going to Wii wouldn't have worked as well.) 


-LIFE- 
959999099 


Now, turn the page for our 
wishlist of 3DS eShop titles we 
hope will make the leap to Wii U! 
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GUNMAN CLIVE 


LET'S BE HONEST: Platformers are a dime a dozen on Wii U. Nintendo's first- 
party catalog alone offers superb sidescrolling adventures like New Super 
Mario Bros. U and Donkey Kong Country: Tropical Freeze, let alone the myriad 
eShop titles. But Gunman Clive stands out with its sketch-like animations and 
Western art style, cool mix of gameplay inspirations and budget-friendly price. 

Gunman Clive feels like the lovechild of Mega Man, Contra and Mario. That 
alone would make the platformer right at home on Nintendo's home console, 
but there's more. Players shoot and jump their way through a rustic, Wild West 
setting, created with an almost monochromatic brown color scheme. The 
striking visuals serve the game well, making the action easy to follow and the 
presentation unique. As such, there's nothing that quite looks like Gunman Clive 
on Wii U. And while the game is great in 3D, who doesn't want to see it in HD? 

Then there's its $2 entry fee. Finding a high-quality platformer is basically 
unheard of at that price point. Yes, it's a brief adventure, as you could possibly 
shred through it in under an hour - but the option to replay the experience with 
three different lead characters adds longevity. Without a doubt, Gunman Clive 
makes perfect sense on Wii U. Let's see it happen, Bertil! - EVAN 


DILLON'S ROLLING WESTERN 


AFTER BEING TEASED by the appearance of Dillon as an Assist Trophy in 
Super Smash Bros. for Wii U, fans of the rolling ranger's Nintendo 3DS adven- 
tures have been left with a hankerin' for more. Just the thought of the Wild 
West backdrop and frontier villages rendered in gorgeous high definition is 
enough to make our heads spin as we imagine tumbling down the plains and 
prairies at high speeds in search of Grock nests and underground mines. 

The tower defense genre doesn't have wide representation on the Wii U's 
eShop, and Dillon's more hands-on and action-oriented take on the genre — 
combined with some light role-playing elements — would only help the game to 
stand out further, just as it does on the small screen. Meanwhile, the larger 
GamePad screen would allow for the display of a larger map, making it easier to 
keep track of all your towers, foes and, in the case of the sequel, allies all at 
once. 

Naturally, the Wii U would be able to allow the control style of the handheld 
titles to be carried over unimpeded, and with the added buttons and second 
analog stick, there lie possibilities for additional control schemes that couldn't 
have been imagined on the original hardware. - DAVID 
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STEEL DIVER: SUB WARS 


THE STEEL DIVER games from Nintendo have remained docked on the 3DS 
for two installments, but we think it might be time for this sub series to surface 
on Nintendo’s high definition home console. 

Both titles bring something unique, with the original’s Missions mode featur- 
ing a distinct style of sidescrolling undersea navigation that would really shine 
with the improved graphical horsepower of the Wii U. The GamePad would also 
work nicely to replicate the secondary Periscope Strike mode’s gyroscope- 
based movements - as you rotate and launch torpedoes at surrounding enemy 
ships — as well as the Battleship-like strategy of Steel Commander. 

As interesting as that prospect is, however, the more recent Steel Diver: Sub 
Wars is all the more interesting to imagine on a home console, especially one 
that's a little lacking in first-person-shooting-style experiences. As with the 
original, the GamePad could lend itself to a more authentic periscope-using 
experience as player engage in either solo missions or free online multiplayer 
matches pitting two teams of four subs against one another. Furthermore, new 
asymmetrical gameplay possibilities could allow other players to act as crew 
members. - DAVID 
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Trust me, pal. This game is legit. 
Rusty wouldn't lie to you. 


^e < , s 54.00 4 ғай Y 
RUSTY'S REAL DEAL BASEBALL 


IF NINTENDO'S DEVELOPERS were to adapt a number of 3DS games for the 
Wii U, I'd want them to give some of the more obscure titles a new lease on life. 
And what could be more obscure than Rusty's Real Deal Baseball, a game about 
a down-on-his-luck dog who runs a sporting goods store? 

Rusty basically came out of nowhere and took me by surprise, and I think his 
debut deserves an entirely new audience on a home console. It's classic "weird 
Nintendo" at their best, experimenting with some of the wackiest concepts by 
throwing them at the wall and seeing if they stick. 

The Wii U GamePad would be perfect for the vast majority of the existing 
baseball minigames, and a number of extras could be added that make use of 
the TV and GamePad in tandem. I'd also love to see a more dialogue from Rusty 
in an expanded version, perhaps in a semi-sequel involving his family? 

Nintendo could really do some work on the haggling system on the Wii U as 
well - perhaps adding Miiverse integration with an online database to draw 
prices from - with a more complex algorithm feeding into it. The sky's the limit, 
basically, and І hope we haven't seen the last of Rusty Slugger. - CHRIS 


M f E 


LIBERATION MAIDEN 


SUDA 575 MECH/SHOOTER-STYLED entry into the Guild01 305 game com- 
pilation, Liberation Maiden made for a great appetizer — it was just enough of 
an exciting experience to leave you hungry for more. Bringing this game to the 
Wii U would offer all sorts of opportunities to expand the areas where its design 
is lacking, first and foremost with its length. Liberation Maiden is but a paltry 
five levels long with a few short side missions sprinkled in, but this could easily 
be expanded with branching missions, more sidequests and additional objec- 
tives for each stage. 

Different types of gameplay could also make an appearance - sneaking 
through a fortress in one of the earlier stages was fun, and I'd like to see more 
of this kind of gameplay variation. It goes without saying that the move to HD 
would just make this even more visually appealing than it already is - Suda 515 
trademark style and presentation would pop even more, and the move would 
allow for more of those great animated cutscenes. The expanded capabilities of 
the Wii U would also allow for varied control schemes - imagine controlling 
President Shoko's mech using the GamePad's motion controls! Needless to say, 
moving to the Wii U would only make this good game greater. - THOR 


ГЕИ 


SUPER ASSAULT RIFLE 


MOON CHRONICLES 


RENEGADE KID’S RECENTLY announced that the remaining episodes of 
Moon Chronicles are completed and ready for submission to Nintendo - that's 
good news for 3DS owners who purchased the first episode back in May. 

I'd like to see Moon Chronicles ported from 305 to Wii U with improved 
textures and higher resolution. The gameplay would appear on the television, 
while the GamePad's screen could be used for comlink communications, dis- 
playing maps or selecting items from inventory. The controls would also benefit 
from the GamePad's second analog stick and additional shoulder buttons. 
Speaking of controls, it would be great if Moon Chronicles HD had a control 
option for the Wiimote/Nunchuck combination. 

Outside of Call of Duty and ZombiU, the Wii U hasn't received many first- 
person shooters from either big publishers or small indie developers. Perhaps 
Renegade Kid could seize the opportunity? A few weeks ago, Renegade Kid 
actually asked fans whether they'd support a Kickstarter campaign to launch 
Moon Chronicles on Wii U, making this perhaps the most likely of our picks. If it 
happens, though, I think they should ditch the episodic pricing structure for the 
Wii U port. I'd prefer the full game, for $15, with no strings attached. - EMILY 


Have your own picks for 3DS games you'd like to see “make the lea 


Get in touch and let us know! 
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AZURE STRIKER GUNVOLT 


CAPCOM SEEMS TO have all but abandoned Mega Man. Outside of a mobile 
appearance and representation in the new Smash Bros., the Blue Bomber has 
been put on the shelf. It's sad to think that with all the games out there today, 
Capcom doesn't feel Mega Man deserves some better time in the limelight. 
Seeing Mega Man's treatment in recent years is certainly depressing, but at 
least some of the people behind that franchise have branched out to give us a 
Mega Man experience covered in a fresh coat of paint. 

Azure Striker Gunvolt doesn't just look like the Mega Man Zero games, it also 
happens to play just like them — albeit with a few unique twists and turns. Inti 
Creates has worked on a number of Mega Man games in the past, so they know 
how to nail that special feeling that you only get from Mega Man outings. 

The title certainly shines on 3DS, but why not bring it to Wii U? We'd get a 
look at those glorious anime cut-ins in HD, plus the GamePad would be perfect 
for the weapon customization and in-game shopping elements. We all know 
that Mega Man-style adventures belong on the big screen! (And Inti Creates also 
worked on Shantae and the Pirate's Curse, which is headed to Wii U by way of 
305,50...) Capcom isn't doing anything, so why not swoop in? - KEVIN C. 
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FLUIDITY: SPIN CYCLE 


FINALLY, HERE'S FLUIDITY. Our own Kevin Cassidy reviewed this game way 
back in our debut issue, and | myself penned the IGN analysis of it - and, when 
all the opinions were logged and counted, mine came in as one of the least 
impressed of the bunch. For me, this sequel to 2010's original Fluidity on 
WiiWare was just too physically challenging to control — you had to twist and 
turn the 3DS into awkward, upside-down positions to maneuver little Eddy the 
Water Spirit through his storybook world, and it was just more of a pain for me 
than it was any kind of fun. 

But hope is not lost! The prescription for fixing the second Fluidity's flaws is 
to simply look back at the first — the WiiWare original had great control using 
just the common Wii Remote, and the dizzying effect of dealing with a spinning 
screen wasn't a part of that design (since the TV stays locked in place). I'd love 
to see Curve Digital revisit this game and re-release it for Wii U with a control 
scheme adapted from their first effort. 

And hey, it doesn't seem like that much of a stretch! Curve's just jumped into 
Wii U development with full force, as we're reviewing three of their titles this 
time and more are on the way soon. So come on, Curve! Fix Fluidity! - LUCAS 
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THE THREEFOLD HERO 


The protagonist of Adventures of Pip is powered by the potential of pixels. 


THE SECOND TIME was the charm 
for Adventures of Pip, a 2D sidescroll- 
ing Metroidvania that failed to gain 
enough support for its development 
on Kickstarter with its first attempt 
last June, but succeeded in its second 
try in October - now it's bound for the 
Wii U eShop. 

The game is being developed by a 
team of WayForward veterans who 
founded a new studio called TicToc 
Games in 2011. Pip marked their first 
trip into Kickstarter territory, and it 
was a rough debut – the team says 
one of the reasons why the first 
campaign was unsuccessful is because 
they didn't have a playable demo 
ready. They corrected that oversight 
for their second try, though, showcas- 
ing a demo version at this year's PAX 
Prime as they rolled out their follow- 
up funding drive. And with the target 
amount lowered from $90,000 to the 
much more manageable $40,000, 
Pip's adventure had a much better 
chance of finding its funding with its 
encore appearance. And so it did. 


т 
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In Adventures of Pip, you take on 
the role of the titular character, a 
young man wielding a shining sword. 
Well, that's not entirely accurate - he 
is a boy with a sword sometimes, but 
other times he's a low-resolution, 
weaponless lad. And still other times, 
he's a simple, bouncing, brown block. 
(He's got a bit of an identity crisis.) 

Pip freely morphs between these 
three evolutions of himself throughout 
his adventures. Each evolution state 
come with unique abilities, giving you 
options for how to navigate through 
different levels. 

In his "block" evolution, Pip is 
transformed into a single, oversized 
pixel that can squeeze through cracks 
and bounce to great heights. His "low- 
res" evolution gives him an actual 
body, complete with lanky limbs used 
for wall-jumping and jabs. His third 
evolution, high-res with a sword, is the 
fighter of the bunch - and his blade's 
also able to destroy obstacles he 
couldn't break before. Pip needs to 
switch between various incarnations 


to fit through tight gaps and reach 
each different area of his expansive 
world. 

Boss fights will require you to think 
on your feet and constantly make 
choices for which of the three evolu- 
tions is most effective in the moment, 
as you'll have the option to evolve and 
devolve at any time during the battles. 
Fallen enemies will leave behind pixels 
that Pip can absorb and use to blast 
through environmental puzzles. 

The story is classic video game 
fare, as Pip's impetus for adventure is 
that he must rescue a princess and 
reclaim the kingdom's pixels from the 
evil Skeleton Queen. The queen has 
been building creatures and other 
mindless drones with the pixels of 
others - but not all monsters and 
creatures are created by the queen, 
and Pip will find himself face-to-face 
with many large monsters lurking in 
the forests and swamps. 

Here's a fun fact: The developers 
chose the name "Pip" because it 
sounds small and pixel-ish, like a blip. 

You'd know many of those develop- 
ers from their past WayForward work. 
Before becoming Pip's creative 
director, Marc Gomez was the art 


director on A Boy and His Blob and 
animation director on Contra 4. 
Shereef Morse worked on titles such 
as the first Shantae and Ratchet & 
Clank: Going Mobile, and he also 
oversaw production at companies like 
Walt Disney and Nickelodeon. And NF 
readers are well acquainted with the 
brilliant Јаке "Virt" Kaufman, who's 
creating the music and sound effects 
for Adventures of Pip. His audio 
efforts have been heard in games like 
Shovel Knight, DuckTales: Remastered 
and Shantae and the Pirate's Curse 
(reviewed on Pages 20 and 21). 

The developers believe that Pip is a 
perfect fit for Nintendo platforms, and 
they're currently using the Unity 
engine to port the game to Wii U. The 
art direction is retro while still looking 
modern - everything feels like it's 
being handled with care and attention 
to detail by veteran pixel artists. You 
can't help but feel a little nostalgic 
toward Pip's colorful visuals and 
charming characters! According to 
their Kickstarter, "We also have some 
of the best animators in the industry, 
hailing from the great CalArts insti- 
tute, that have amazing attention to 
detail and wild, vivid imaginations." It 
will be fun to see how the рате5 
visual style evolves and improves 
before release. 

As for when that release will be? 
You can expect to join Pip on his first 
adventure through evolution 
sometime early next year. - EMILY 


KICKSTA TERS 


MIYAMOTO'S MOVIES 


Nintendo's legendary game creator switches mediums 
to produce a trilogy of short films starring . . . Pikmin! 


WHEN NOT WORKING on upcoming titles which may or may 
not be related to Star Fox (or both), Nintendo EAD General 
Manager Shigeru Miyamoto has been at work trying his hand at a 
new field: animation. The results of his efforts were revealed at 
the 27th Tokyo International Film Festival at the end of October. 

Known collectively as "Pikmin Short Movies," the cartoons 
have now been made available in both the Wii U and 3DS eShops 
for $4.99 (which buys you all three in a bundle). The console 
version brings high definition visuals to your television screen, 
while the portable version takes advantage of the handheld's 
ability to produce stereoscopic 3D effects. The three shorts, when 
watched together, have a combined run time of just a bit over 20 
minutes - and they feature a few small bonuses, too. 

The first of the three, "The Night Juicer," is an amusing short 
story about a little misunderstanding between Captain Olimar and 
three of the Pikmin, who discover the explorer making an inter- 
esting - and familiar — looking meal in his kitchen. 

"Treasure in a Bottle," the second short, follows one inquisitive 
Red Pikmin who discovers a fascinating treasure trapped inside a 
large glass bottle. His curiosity gets the better of him, however, 
leading to him finding himself trapped inside the bottle and in 
need of help. (Hilarity ensues.) 

Finally, the longest of the three is "Occupational Hazards," 
which features the strongest ties to the games (as well as a quick 
nod to Miyamoto's most famous creation) as Olimar and his crew 
of Pikmin are taking anything of value from what was once a con- 
struction vehicle. The playful Pikmin run into trouble, however, 
and though the short has an overall happy ending, not everyone 
comes out of it safe and sound. 

If you're a fan of Pikmin, then you really can't miss these three 
short cartoons! - DAVID 


PROGRESS REPORT: Міснтү No. 9 
Hands-on impressions with the playable beta build. 


WHAT BEGAN AS a simple Kickstarter to 
allow former Capcom executive Keiji Inafune 
to create a new property in the vein of the 
Mega Man series he worked on for so long at 
his one-time employer has turned into some- 
thing of a phenomenon. Over the past year 
(and some change), the Mighty No. 9 
campaign has not only met expectations, but 
blown them out of the water. Since the first 
campaign ended, the project has grown 
bigger and bigger thanks to additional fund- 
raising and the help of "Mighty Beckers." 

Those who backed the title have had the 
chance to participate in selecting different 
game elements - as per the Devroom from 
the defunct Mega Man Legends 3 Project — 
such as what weapon Roll analogue Call 
would carry into battle. Following a subse- 
quent drive to fund voice acting, fans from 
around the world voted again, choosing 
English as the spoken language to be 
featured in the final product. 

In addition, a new rival character in the 
style of Bass and Zero (featuring design 
elements clearly inspired by both) has been 
introduced in Ray (tentative name), a sort of 
vampiric Mighty Number who is missing his 
Xel core and must absorb the element from 
other robots in order to continue living. 
However, more funding is needed if he’s to be 
introduced later as downloadable content. 


In addition to inspiring numerous fans and 
Beck Believers to create a wide array of fan 
art, the animation company Digital Frontier 
(whose work includes the CG Resident Evil 
movies and the cutscenes from Metal Gear 
Solid 4) brought everything needed together 
to pitch a Mighty No. 9 animated series - now 
slated for the second quarter of 2016. 

The biggest thing to happen with Mighty 
No. 9 so far, however, has been the release of 
its beta version. The beta contains three 
levels and three bosses: Mighty No. 2’s Water 
Works Bureau, Mighty No. 3’s Power Plant 
and Mighty No. 5’s Military Base. Having 
spent a bit of time with the demo, we can say 
that the graphics look quite nice, and the 
music is fairly catchy as well, providing 
ambient tunes which just might end up 
getting stuck in your head. 

One other thing is also abundantly clear: 
The folks at Comcept and Inti Creates are 
embracing the most devilishly difficult parts 
of their experiences with creating games in 
the Mega Man series. In particular, the earlier 
installments of the Mega Man Zero series 
come to mind here, as it feels a bit less 
"friendly" towards the player at times than 
even those games could be. 

But that’s what betas are for, right? We'll 
be keeping our eyes on Mighty No. 9 as it 
approaches its release in April. - DAVID 
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A Pirate's Life for She 


AFTER GETTING HYPED for Shantae and the 
Pirate's Curse over the past two years, it's 
somewhat surreal to be able to play the finished 
game. Its arrival is a watershed moment as well — 
it's the final installment in a handheld trilogy that 
began on Game Boy Color back in 2002, then 
steadily built its brand's reputation over the next 12 
years in order to pave the way for an all-new 
chapter on the not-so-distant horizon. In other 
words, Pirate's Curse is kind of a big deal! 

You ought to know the backstory by now - we've 
repeated it enough times! - but just as a reminder, 
our tale begins with young Shantae growing accus- 
tomed to life as an ordinary human, having lost her 
genie powers during her previous adventure. One 
day, her nemesis Risky Boots approaches her under 
the mistaken impression that Shantae has kid- 
napped her Tinkerbat crew and stolen her Pirate 
Gear - but Risky quickly realizes that their disap- 
pearance is a sign that Sequin Land's greatest 
threat, the Pirate Master, is poised to be 
reborn. With boundless enthusiasm, 
Shantae convinces Risky to join her 
quest to cut off the source of the Pirate 
Master's dark magic — before it's too late! 


For the most part, Pirate's Curse plays identi- 
cally to its predecessors - Shantae travels a non- 
inear overworld, explores dens that are analogous 
to the temples in Zelda II and, of course, whips her 
foes into submission with quick snaps of her pointy 
ponytail. Notably absent this round are her magical 
animal transformations, as their functionality has 
been replaced by Risky's Pirate Gear, one piece of 
which has been stowed away inside each den. With 
the Flintlock Pistol, Shantae can trigger switch 
panels from a distance; with the Scimitar, she can 
break blocks and pogo-stab enemies with a 
downward thrust; with Risky's Boots, she can tear 
across the screen at incredible speeds without 
taking damage from enemy contact; and so on. 

Despite the usefulness of the Pirate Gear, the 
lack of transformations that were such major 
elements in the last two outings is a bummer. And 
because those transformations were triggered by 
adorable dance routines, dancing no longer serves 


any gameplay purpose and has thus been removed 
from the game almost entirely. (Shantae may 
randomly perform a hip shake while absorbing 
clouds of dark magic using the Genie Lamp item, 
but that's it!) So now we have a belly dancer who 
doesn't dance, when back on the Game Boy Color, 
there was actually a Dance Dance Revolution-style 
minigame included to highlight precisely that piece 
of Shantae's character. So lame! 

But that's ultimately a minor nitpick, compen- 
sated for by the rest of this swashbuckling journey. 
As you hop from island to island, you'll meet old 
friends like the zombie Rottytops - who claims to 
have lost mobility in her legs and must be carried 
through the undead woods - as well as memorable 
new faces, like a knock-off He-Man and a pair of 
ditzy co-eds who unknowingly spend their spring 
break splashing in a pool filled with dragon spit. 
Humor lies at the heart of any Shantae story, and 
developer WayForward has spared no expense to 
keep the good vibes flowing. 

Music virtuoso Jake Kaufman naturally returns 
to the series that put his name on the map, deliver- 
ing another collection of Middle Eastern-inspired 
themes infused with his patented brand of elec- 
tronica wizardry. But most surprising are the new 
character dialogue portraits, provided by Mighty 
No. 9 and Azure Striker Gunvolt developer Inti 
Creates. Not only is the updated art more detailed 
and expressive than that of Risky's Revenge, it also 
takes full advantage of the 3DS hardware's stereo- 
scopic functions to give the hand-drawn designs 
actual depth. The game as a whole does 3D very 
well - better than just about every other 2D side- 
scroller оп the platform, honestly — but it's these 
portraits that truly own the effect. 

The improvements made to each subsequent 
Shantae installment are as clear as a cloudless 
summer sky. The original title, for all its charm and 
technical marvels, was bogged down by our hero- 
ine's short attack range and a day/night cycle that 
transformed normal enemies into Terminator- 
esque damage sponges by the light of the moon. 


The sequel improved Shantae's combat profi- 
сіепсу and the game's overall pace, but the 
shortcomings of DSiWare meant the journey 
ended sooner than most would have liked. 
Then comes Pirate's Curse, which retains the 
tweaked battle mechanics while bringing the 
game back up to a respectable length. 

Another welcome change is the grid-like 
map system, replacing the comparably in- 
effective overworld map from Risky's Revenge 
- along with maps for dens, which were 
absent before. As WayForward has previously 
mentioned, this system is directly inspired by 
Super Metroid. Pirate's Curse also seems to 
take cues from Metroid Prime 3 in the sense 
that major zones (in this case, the various 
islands) are disconnected and can only be 
visited by selecting them from a menu. This 
has the unfortunate effect of making the 
world feel smaller and more restricted than it 
would have if each zone had fast-travel short- 
cuts from one to the next. 

As in the past, speedrunning is encouraged 
among even the most casual players. You can 
power through as quickly as possible without 
worrying about 10096 item completion, or you 
can make sure you recover all the scattered 
dark magic in order to fight another form of 
the final boss and earn the better ending. 
Clearing the game once will also unlock Pirate 
Mode, which allows you to replay the game 
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with all the Pirate Gear unlocked from the 
start, providing ample opportunities to 
sequence-break. Because of the incredible 
enhanced mobility that your equipment 
grants, you may be able to shave hours off 
your playtime just on your second play- 
through! 

The Shantae series’ journey has been а 
long and arduous one, but it has borne fruit in 
a way that few other game franchises have. 
From its humble beginnings on a lame duck 
portable to its years of floating in develop- 
ment limbo before its eventual revival, the 
Shantae series has captured the hearts of 
many with a diverse cast of unforgettable 
starlets and tried-and-true gameplay. Most of 
all, it represents the extent of WayForward’s 
prodigious talents when given complete 
control over software production. 

Shantae and the Pirate’s Curse is the con- 
tinuation of a fine tradition, and its quality 
bodes well for the upcoming Shantae: 
Half-Genie Hero. We may have missed out on 
cute dancing animations this time around, but 
there will be others! - TONY 


Survival at its Scariest 
LONESURVIVOR: THE DIRECTOR'S CUT 


IF YOU'RE LOOKING for a truly unique survival horror experi- 
ence, take a long look at Lone Survivor: The Director's Cut — 
because it isn't what you'd expect it to be at first glance. It's a 2D 
sidescrolling game with pixel art, which you normally wouldn't 
think to classify as scary. Lone Survivor plays mind games with 
your expectations, though, twisting its pixel style into dark and 
gory territory that proves there's more to be done with the "retro 
look" than just quickly capturing an ’80s/’90s nostalgia vibe. 

The nameless character you play as wakes up from a night- 
mare and knows something terrible has happened - there are 
monsters out there, and he isn't in very good shape himself. He 
seems to suffer from a psychosis, so he can't be sure if the things 
he sees are truly there or not. 

The gameplay is all about exploration, moving through an eerie 
apartment complex in search of answers. There's a vast item 
system in place, and that's where the true creativity of the game 
design shines through - your character has to sleep, eat and drink 
to stay alive, and for that he needs to find and consume various 
one-use items. You also have to find the means to prepare the 
treats - a good example is how you need to find a bucket of water, 
to be able to make coffee, to be able to keep yourself mentally 
stable. There are constant rewards for going out of your way to 
explore, and depending on how careful you are, you'll ultimately 
arrive at one of several different endings. 

Not everything impresses here, though. The GamePad is only 
used for Off-TV Play. You can get lost easily, and you have to deal 
with the same enemies over and over again — without ammo to 
defeat them, leaving you sometimes stuck in a cycle of repetitive 
actions. A map is here, but because of the game's very nature, it's 
not very useful. But if you can get past these few 
missteps, you're guaranteed a spooky time in 
this frightening world of pixels. - DAAN 
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Alone with Himself 
THESWAPPER 


NOW THIS WAS an entirely new experi- 
ence for me, as though The Swapper's been 
made available on other systems before 
Wii U, | never played it before оп any of 
them. It tells the tale of unknown astronaut 
who's found himself in an abandoned space 
station. It's your job to guide him through 
its darkened hallways, looking for a way to 
get the lonesome hero back home. 

From the very first moments, there's a 
palpable sense of isolation at play here. 
You're unsure of your whereabouts and try 
to explore as the atmosphere sets in upon 
you, oppressively. The controls to look 
around take some time to used to, though, 
and break a bit of the early immersion, as 
they seem slightly more suited for a mouse 
and keyboard. But after that hurdle, you're 
thrown into the real meat of the game. 

You're given a handheld cloning device 
and are tasked to solve various puzzles 
with it. As long as the beam it casts is in 
your line of sight, you'll be able to make 
clones of yourself. 

What's interesting is that these clones 
move at the same time and in the same 
ways that you do, so you have to time your 
movements accordingly. Very early on, 
though, you'll be given the chance to 
transfer your soul to one of four cloned 
bodies on-screen - which means you'll 
have to put your thinking cap on, because 
The Swapper wastes no time using this 
mechanic to make things overly compli- 
cated. You'll work your way through room 
after room, constantly encountering new 
twists along the way - like colored lights 
that prevent cloning or swapping. Finding 
the right solutions to getting past each of 
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these obstacles leads 
to plenty of great "Aha!" 
moments to be excited about. 

While there is a Metroidvania-esque 
feeling to The Swapper, it's certainly more 
a puzzle/platformer than an exploration 
game. There's not much backtracking 
involved, and it keeps you locked in on one 
straightforward path most of the time. 

Every part of the world stands on its 
own and forms a piece of a bigger story. As 
you come closer toward the end of the tale, 
you'll begin to ask yourself questions about 
the cloning process. Are they parts of me? 
Do they have their own souls to begin with? 
Sadly, the game is not all that long, so the 
full potential of the scenario and the ethics 
involved in a man constantly cloning 
himself is never completely explored. 
(There was a popular movie released a few 
years ago that touched on these same 
topics, but to name it would be a spoiler 
for it. If you've seen it, you know the one.) 

The Swapper has sensational style. Its 
gloomy landscapes are roughly 5096 of 
what makes this game so special to begin 
with, and each setting keeps your mind in 
the right mood. The world just feels creepy, 
with claymation parts as well as great 
lighting that makes the whole thing 
striking. The music adds a ton to the expe- 
rience as well, and you really need head- 
phones to get the full effect. 

The Swapper is a brilliant game that will 
change the way you look at the puzzle/ 
platformer genre. It plays beautifully, as 
once you get to used to exploring and start 
going from room to room, cloning all the 
way, you know you're in for a crazy journey. 
It doesn't make much use of the Wii U's 
unique features and the story ends sooner 
than | would have liked, but that shouldn't 
stop you from giving it a go! - DAAN 


| Think l'm а Clone Now 


STEALTH INC. 2: AGAME OF CLONES 


THE Wii U ESHOP has never had so much 
momentum. While it's certainly had some stumbles 
in its first two years, the shop's now a consistent 
source of great new games - and that success 
mostly stems from indie developers who know what 
they're doing, like Curve Digital. Stealth Inc. 2 
proves this is a team at the top of their game, as it 
works so well that it elevates the eShop itself. 

This follow-up to the PlayStation Network classic 
Stealth Inc.: A Clone in the Dark starts off fresh, 
and newcomers can jump in without hesitation. 
Designing with newbies in mind didn't stop Curve 
from adding to the original game's formula, 
though, and they've done so in style. 

While Stealth Inc. 2 retains some of the mission 
structure found in the first game, you now have a 
bigger, Metroid-esque interconnected world to 
explore. This setup is the main focus of the game's 
opening moments, which teach you the ropes. You 
have to jump, grab ledges, hack terminals and 
press switches to overcome the game's tutorials. 
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While this is exciting all the way through, | have 
to admit that it was a bit too limiting at times. The 
passageways you take are already crafted for you, 
and there's not much experimentation here. 

The overworld is just a catalyst for the real 
action, though, and the true fun comes into focus 
quickly - when you're brought into a large variety 
of test chambers and have to overcome tricky 
puzzles inside. These involve moving around in a 
sneaky fashion, getting past obstacles and enemies 
and using the environment to your advantage. The 
variables in each situation change, but Stealth Inc. 
2 does a great job of teaching you how to deal with 
the dangers ahead. With a constant stream of new 
skills and gear, this is a game design that pushes 
the envelope for creativity in compact stages. 

Don't think that you're done after trying each 
stage once, though, because Curve's included some 
smart extras to keep you engaged. There's a perfor- 
mance card at the end which includes your comple- 
tion time, number of deaths and the times you 
were spotted. These results can be compared with 
others through the Nintendo Network, due to the 


inclusion of online leaderboards. Uncovered levels 
can easily be accessed from the main menu and 
this makes a quick go rather convenient. 

Stealth Inc. 2 can also be played with a friend. 
The secondary player will take the Wii U GamePad 
and give the first player the support he or she 
needs during gameplay. If you're playing the game 
alone, the tablet's touchscreen sadly doesn't do 
much. There's Off-TV Play, naturally, but beyond 
that, it mostly just displays a barebones map. 

When you've explored all the content on offer, 
you can start to make your own levels in the stage 
builder. It features all of the elements you can find 
in the regular levels and a complete suite of 
options for arranging them in whatever configura- 
tions you can imagine. (It takes a while to get the 
hang of it though.) 

Stealth Inc. 2 is a brilliant game. With plenty of 
levels and challenges to uncover, players will surely 
derive several hours of fun from it. The test 
chambers shine - through so much that the over- 
world doesn't seem as fleshed out. It's fun to walk 
the environments and all, but you're always sent 
through the same passageways. Add to that how 
little the GamePad is used in single-player, and you 
see that there are some sad marks in the strong 
foundation. In the end, though, the Game of Clones 
brings a grim, awesome atmosphere to the Wii U 
eShop, and everyone should take notice! - DAAN 
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Blue Bomber in 16-Bit 
MEGA MAN 7 


THE ONLY GAME from Mega Man’s 

original series to appear on the SNES, 

Mega Man 7 continues the tricky plat- 

forming and grueling showdowns of its 

predecessors, but in turn suffers from the 

same downward spiral of reiteration the later NES titles sank 
into before it. 

Mega Man 7 is bold and bright - it took great advantage of 
the SNES’ capabilities, and the detail the larger sprites allow 
provide a much more charming experience than the older NES 
sprites could hope to achieve. This crisp aesthetic comes at a 
cost, though - Mega Man and his foes take up a lot of 
valuable screen real estate, and as a result the game feels a 
little looser and clumsier as the large characters slowly bound 
around the screen. The Blue Bomber doesn’t have that 
responsive feel that made the NES titles so compelling – it’s 
like Mega Man is wading through molasses - and the level 
design feels claustrophobic as a consequence of the enlarged 
sprites. 

The Robot Masters in this installment are fairly weak (in 
terms of design only - in typical Mega Man style, they're 
tough as nails), and when the numbers are being rounded out 
by enemies like Spring Man and Junk Man (yes, really), it's 
hard not to feel like Capcom's developers were just running 
out of ideas. It's not all doom and gloom, though, as Mega 
Man 7 does make some welcome, truly new contributions to 
the formula. 

There are secret power-ups to find, and hidden areas 
abound throughout the adventure, with Mega Man's weapons 
playing a bigger role than ever by serving as tools with which 
to interact with the environment. As an example, using the 
new Rush Search to examine certain areas of the stage can 
uncover buried treasure - or powering up machinery with 
Cloud Man's Thunder Bolt can lead to hidden items. Mega Man 
7 likes to reward thorough, inquisitive gameplay. 

As always, the soundtrack is on top form, and while the 
stage themes may not be the series' finest, they're plenty 
catchy and enjoyable. (There's even a secret Ghosts 'n Goblins 
track you can listen to in the spooky Shade Man stage.) The 
difficulty is what you've come to expect from Mega Man - 
rock hard, natch — but exploiting enemies’ (not always logical) 
weaknesses can mitigate some of the harder moments, and 
leaning heavily on the Virtual Console's Restore Point function 
doesn't hurt either. 

Ultimately, Mega Man 7 is somewhat disappointing when 
compared to the much more innovative Mega Man X, but it's 
an adequate installment with enough charm to make its flaws 
forgivable. It's worth checking out, but keep those expecta- 
tions in check. - ROBERT 
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8-Bit Never Dies 


THIS ІМТІ CREATES 

8-bit jam has enjoyed a 

brief stint as a free give- 

away with every purchase of Azure Striker 
Gunvolt, but beginning November 28, it'll 

be split from its fully featured companion 
to become a separate $3.99 download. So 
is this side dish flavorful enough to serve 

as a main course? 

Whereas Azure is a contemporary spin 
on the action platformer, Mighty is the 
requisite retro throwback. This isn't the 
first time developer Inti Creates has 
pulled such an act - Mega Man ZX Advent 
on DS featured a minigame that sported 
the same 8-bit aesthetic. Of course, with 
the classic threads come simplified two- 
button controls for a true NES experience. 

You can naturally play as Gunvolt, 
equipped with a double jump and light- 
ning whip. Also along for the ride are two 
other Inti Creates heroes: Beck from the 
upcoming Mighty No. 9, who can slide and 
air dash, and Ekoro from the Japan-only 
rail shooter Gal*Gun, who can hover and 
make enemies fight for her. These play- 
styles not only change how you approach 
each level, they also allow access to areas 
other characters can't reach. 

With only five short levels and little 
serious challenge, a run of the full game 
can be cleared during a typical lunch 
break. The hook to entice replays is a 
basic combo system that involves picking 
up fruit to increase a score multiplier. 
However, since levels are remarkably 
straightforward and item placement never 
changes, high score attempts don't offer 
any great sense of reward. 

Allin all, Mighty Gunvolt is rather bare- 
bones, even by NES standards. That isn't 
to say it's not enjoyable; it just doesn't 
seem like it was intended to be scruti- 
nized as a standalone product. - TONY 
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Annie, Get Your Gun 
WILD GUNS 


NATSUME'S 

WILD GUNS is a Wild West steampunk 
shooting gallery. A woman named Annie 
Seeks revenge when a violent gang 
murders her family, so she teams up with 
a bounty hunter named Clint to fight off 
the outlaws - and armies of robots – 
through six levels of intense shootouts. 
You can play the game either by yourself 
or with a friend in the two-player co-op 
mode. You can pick up different weapons 
such as a shotgun, gatling gun and even 
grenade launchers. Sometimes enemies 
will leave behind power-ups for you to 
pick up as well, and when the action gets 
really intense, you can clear the entire 
screen with a bomb. 

With an impressive level of detail for a 
title from the 16-bit era, each stage in 
Wild Guns is destructible - the scenery 
shows signs of bullet damage as you shoot 
out windows and break lights. Shooting in 
certain directions can help you discover 
hidden areas with rewards such as 
weapon power-ups and bombs. The 
visuals and overall art direction are 
colorful and flashy, with detailed charac- 
ter sprites and fluid animations. I'm 
always impressed by how games from the 
SNES have seemed to age like fine wine. 

Similar to Sin & Punishment, Wild Guns 
can be very difficult, but luckily the Wii U 
version has Restore Point support to 
make things less frustrating. Also, there 
are times when text will remind you to 
"Look Out" when enemy fire is coming 
your direction. The game isn't very long, 
with only six stages total. But it has plenty 
of replay value - especially with two 
player co-op. 

The real reason the Virtual Console's so 
valuable is because of super-rare, over- 
looked gems like Wild Guns. This is a 
must-have for your digital 
collection if you're a fan of 
any kind of guns (wild or 
otherwise). - EMILY 
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Extracted and Enhanced 


IF YOU ALREADY own Kirby: Triple Deluxe, 
you've seen and likely played Kirby Fighters 
and Dedede's Drum Dash before - but Nintendo 
(following our suggestion from back in Issue 7) 
has now released "Deluxe" editions of both 
minigames into the eShop as separate, stand- 
alone downloads. So why think about buying 
these games if you already own the originals? 
Well, the "Deluxe" makes all the difference. 

In the original Kirby Fighters, you'd select 
one Kirby ability (like Beam, Bomb or Sword) 
and try to defeat other Kirbys with other abili- 
ties in Smash Bros.-esque battles. You'd take 
on multiple Kirbys at a time in some instances, 
then try to overpower a stronger version of 
yourself to "complete" your ability. You were 
then ranked via colored stars based on your 
time and performance. 

In the Deluxe edition, the same situation 
exists, but Kirby takes on bosses and some- 
times even fights alongside a CPU-controlled 
buddy to defeat the other Kirbys. Items can 
also help, and the new Team Cannon is a sight 
to behold. Each win on any difficulty level 
awards you with a new costume for that ability. 
Players can also fight each other or team up on 
separate 3DS systems in multiplayer battles. 
Two new abilities — Bell and Beetle — can be 
added simply by popping in Kirby: Triple Deluxe 
and turning on StreetPass. (The data also 
unlocks the Waddle Dee Train Tracks level.) 


NINTENDO 


Stacking and 


ART OF BALANCE 


ART OF BALANCE has now come to the Wii U, 
making it the third of Nintendo's platforms this block- 
balancing title has graced. The original debut actually 
landed on WiiWare in 2010, while an upgraded port 
came to the 3DS two years later. Now Shin'en has 
revisited the title once more, giving us a definitive 
version of the organic puzzler in stunning Wii U HD. 
Art of Balance is all about stacking various blocky 
shapes on a platform set above a pool of water — you 
have to balance your blocks without them falling and 
making a splash below. Once all blocks are placed, a 


WiU PUBLISHER/DEVELOPER: 
ШЫ SHIN'EN MULTIMEDIA 


Its $7 asking price may seem steep, but with all 
the added features - along with the ability to 
add your friends to the match - Fighters 
Deluxe is definitely worth its entrance fee. 
Dedede's Drum Dash is the other side of that 
coin. This solo adventure/rhythm game is really 
а beast of its own, but many may find its price 
tag - especially compared to the above effort — 
surprising. It uses remixes from the original 
minigame to ease you into the controls — 


Dedede is fully controlled with the Circle Pad 
and has three different jump heights based on 
the timing of jumping off the drums, while you 
can also control a "backbeat" clap for extra 
points. The goal is to collect coins and make it 
to the end within the time limit. 

Experts will go for all five medals in each 
level, so replay value can be high. The Deluxe 
edition also adds a bevy of new obstacles, like 
spiked drums, hidden platforms and ordered 
coins to add to the difficulty. But in general the 
game is more forgiving than the original, as a 
life bar is added that makes missing a drum 
simply mean a delay rather than a restart. 

For $7 here, I'd have expected the develop- 
ers to delve deeper into the Kirby musical 
library and extract more gems to build levels. 
What they have provided feels like a tease, as 
the game is quite short if you're just aiming for 
simple completion. Unlocks like masks will 
keep some players interested, and a replay 
feature that includes some remixing capability 
is surprisingly fun, but without the ability to 
share these it's sort of a letdown. - BRETT 


Relaxing 


timer ticks down three seconds. If 
you manage to last all three without 


your tower tumbling, you've succeeded and can move 
on to the next level. It certainly sounds easy enough, 
but the oddly shaped blocks make for some really 
tricky balancing acts. There's a lot of trial end error 
here, but you'll have fun the entire time. 

Art of Balance is exponentially more fun with 
friends, and three others can join in the fun via Wii 
Remotes. (The hectic nature of four friends stacking 
blocks together makes for a blast.) Throw in different 
block types that can crack and unique challenges 
including height requirements and time restrictions, 
and you've got an engaging party puzzler line no other. 
If you missed this one before, grab it now. - KEVIN C. 
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The Dentist's Nemesis 
COSTUME QUEST2 


FOR A CHILD, few nights of each year are 
as magical as Halloween. Between the 
costumes, creepy decorations and buckets 
of free candy waiting to be collected, no 
other holiday can tap into a child's imagi- 
nation quite like it. It's this sense of 
wonder that Double Fine seeks to capture 
with Costume Quest, a series of light RPGs 
that pay homage to the holiday. While 
Costume Quest 2 marks the series' debut 
on a Nintendo console, it also stands as its 
own self-contained adventure, making it a 
worthwhile journey even if you missed out 
on the original. 

The game follows the adventures of 
twins Wren and Reynold one Halloween 
night. Having just returned from the 
monster-filled world of Repugia, the pair 
are tasked with saving Halloween from 
their most sinister foe yet: their dentist, Dr. 
Orel White. Fed up with Halloween and its 
glorification of candy, Dr. White travels 
back in time to steal a mysterious talisman 
and changes the course of history, outlaw- 
ing Halloween and turning the future into a 
dreary, costume-less dystopia. Faced with 
such a bleak fate, the twins follow Dr. 
White through the ages to stop his evil plan 
and save their beloved holiday. 

During the journey, players will guide 
the twins through both past and future 
versions of their hometown, taking on 
quests, interacting with characters, solving 
environmental puzzles and, of course, col- 
lecting candy. While the adventure only 
spans some six hours, it is consistently fun. 
The writing is witty and humorous - adding 
a great deal of charm to the world - and 
the puzzles, which require the use of your 
various costumes, lend a satisfying, 
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Metroid-like feel to 
exploration. 

The crux of the game 
– the battle system - remains 
largely the same as in the original Costume 
Quest, but Double Fine has implemented a 
few tweaks to make it even more interac- 
tive. Combat occurs in traditional turn- 
based fashion, but now players can press 
the attack button right before they make 
contact with a foe to inflict even greater 
damage, just as in Mario's RPG adventures. 
This keeps each battle engaging and 
rewarding. There's also a satisfying layer of 
depth in the costume selection, as each 
one boasts its own unique set of skills and 
attributes. Much of the fun of battles stems 
from trying out each costume you acquire 
and seeing which work best together on 
the battlefield. 

unfortunately, while the core game is 
enjoyable, there are a few notable issues 
that mar the overall experience. Unlike 
other platforms, the Wii U version of 
Costume Quest 2 lacks any kind of achieve- 
ments. While this hardly affects the 
gameplay, it nevertheless makes the Wii U 
version feel inferior to the other consoles'. 
Likewise, the game does nothing to take 
advantage of the Wii U's unique features. 
The GamePad could at least have displayed 
a map of your current area — which would 
have aided in navigation - and the lack of 
Off-TV Play is disappointing. There are also 
some mild audio issues that recur through- 
out the game. While they resolve them- 
selves quickly, they're nevertheless 
intrusive. 

But despite these problems, Costume 
Quest 2 is a captivating journey that's cer- 
tainly worth a look for any RPG fan. With a 
fun, simple-to-grasp battle system and 
charming story, the game is yet another 
treat in the Wii U eShop. - KEVIN K. 


BALLPOINT UNIVERSE: INFINITE 


THE MOST INTRIGUING aspect of Ballpoint 

Universe is its unique hand-drawn visuals - its art direction 
resembles rough sketches that someone might have doodled in 
their notebook during 3rd period chemistry class. The paper 
cutout aesthetic makes everything look layered as you travel 
between backgrounds and foregrounds. Unfortunately, the 
gameplay isn't nearly as impressive as the visuals — but there's 
still some fun to be had here. 

You play as a bird-like doodle who's recruited to fight a war. 
Before heading off into battle, you need to equip your ship with 
different parts and upgrades. Navigating through the shop's menu 
to customize your ship is a bit confusing at first. There were times 
when | couldn't leave the shop because I needed to unequip 
certain items, but the menu doesn't explain this well. 

The bulk of the gameplay is standard shoot-'em-up action. The 
controls for these sections are well done, but there were times 
when the enemy patterns and encounter design felt amateurish 
as you encounter waves of static blob enemies mixed with envi- 
ronmental hazards. On a few occasions, explosions or enemies 
would cover my character, making it difficult to know where | was. 
Platforming sections are introduced to give the gameplay more 
variety, but these sections are easily the weakest aspect of the 
game. The platforming controls are frustrating, and the level 
design could use some work. 

The music and sound effects work incredibly well with the 
visuals, but there's currently no audio during Off-TV Play. (The 
developers have promised to fix this with a future patch.) 

There's no denying that the gameplay can feel rough at times, 
but there's still fun to be had in this Universe - for fans of the 
shoot-'em-up genre in particular. | just wish the gameplay had 
received the same amount of craftsmanship and attention to 
detail as the beautiful art direction. - EMILY 
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Airy Existentialism 


COSMOPHONY 


COSMOPHONY ISA 

smartphone-to-Wii U port, appropriately priced at $4.99. Like a 
lot of phone-to-console games, it feels a little half-baked 
compared to titles that were designed specifically for computers 
or consoles. 

The controls are pretty barebones - you move left, you move 
right and you shoot. Minimal actions aren't a bad thing in and of 
themselves, but they need to be married to deep design concepts 
to stay interesting. Cosmophony doesn't always hit that mark. It's 
arhythm/action game when it wants to be, which is about half the 
time. The other half of the time, it's a mildly unfair tunnel-based 
obstacle course game. 

What's the difference? Well, it all boils down to how often you 
need to stay on beat. Sometimes it's important. Most times it's a 
coincidence. Other times, it's entirely immaterial. When the sonic 
and visual cues don't fully relate to each other, and when 
obstacles speed up without warning just to kill you, it feels less 
like a game about music and more like a game of "Gotcha!" 

Surprisingly, the story is one of the reasons | was motivated to 
keep going, even when it felt like my patience was being tested 
more than my skill. The avant garde, existentialist narrative is a 
good fit for the airy, abstract visuals. A woman who created exis- 
tence asks you (represented by a weird collection of geometric 
shapes), to reclaim the five colors, and maybe destroy her in the 
process. Did | mention she lives in a cube? Yeah, she's funny like 
that. 

The DJ Salaryman soundtrack is Drum and Bass, a genre that I 
never love but rarely hate, which sums up my feelings about 
Cosmophony in general. Simple, attractive graphics, an interest- 
ing story and a fair price matched with limited content 
and sometimes unfair difficulty make for a good, 
but not great, purchase. - JONATHAN 
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Empathy in Exp 


TESLAGRAD IS ONE of those games that 
you'd expect everyone would be talking 
about. It's got beautiful hand-drawn 
visuals, imaginative level and puzzle design 
and offers the kind of item-based 2D 
puzzle/platforming gameplay that so many 
people love when it comes from familiar 
faces like Samus Aran or "whatever 
Belmont is on the job that year." Sadly, it 
seems like Teslagrad is suffering from "new 
mysterious intellectual property" stigma. 
It's a tough stigma to escape. Even high- 
profile titles like The Wonderful 101 - pub- 
lished by Nintendo and created by beloved 
developers like Platinum Games - can fall 
victim to this curse. People just don't want 
to take a chance on the unfamiliar. 

It's also why Hollywood doesn't trust 
that we'll be willing to pay to see a movie 
on the big screen unless it's a sequel or 
some other form of retread. 

Wait, what were we talking about again? 
Oh yeah, Teslagrad! It's great. If you like 
games starring Samus, Alucard or Tim, 
you'll find a lot to love here. The one thing 
that Metroidvania fans should beware of is 
that Teslagrad is not big on action. There 
are some really interesting boss fights — 
usually against some form of sentient 
machine - but for the most part, this is a 
non-violent experience. 

That's not an accident. Your minimal 
allowance of violent tasks ties into the 
game's overarching backstory. Told mostly 
through seamlessly integrated in-game 
puppet shows, Teslagrad chronicles a mys- 
terious, silent tale of how aggression 
breeds aggression and power corrupts. It's 
a tale of how artists and scientists can be 
abused and exploited by narcissists, socio- 
paths, megalomaniacs and just about 
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anyone who wants to 

control others for their own 

gain. The real-life stories of Albert Einstein 
and Nikola Tesla are clear inspirations, 
which is fitting for the game's Eastern 
European setting and vague but decidedly 
World War I or 1-ега placement in history. 

You play as a nameless young boy, com- 
pletely powerless at the start, on the run 
from government soldiers who have come 
to your home to capture you. There's no 
explanation for this — just like how real-life 
children might experience war and intern- 
ment without understanding what's hap- 
pening to them in the moment. 

Evading your would-be captors, you find 
shelter in a mysterious castle. There you 
explore, and gradually acquire tools that 
walk the line between magic and science in 
their form and function. They're all themed 
around electricity. One lets you become a 
bolt of lightning - snapping through the 
air, passing through walls and enemies. 
Another is a pair of polarized gloves that 
pack positively or negatively charged 
punches. You'll need them to jump and 
think through a variety of different 
magnet-based puzzles, all of which are fair, 
fun and imaginatively designed. 

Though there isn't much fighting in the 
game, you'll still die a lot, due to being 
attacked by soldiers, mysterious monsters, 
bosses or electric traps. Respawns are fast 
and rarely take you back very far, but that 
doesn't mean each death doesn't sting. 
Teslagrad offers such honest beauty and 
earnest engagement that you can't help 
but hurt when you witness its various trag- 
edies, big or small. Empathy, artistry, 
exploration and problem solving. If these 
things interest you, then Teslagrad is your 
game. - JONATHAN 
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In Rondo's Shadow 


CASTLEVANIA: DRACULA X 


CASTLEVANIA: RONDO OF BLOOD is held in very high regard to this day. 
It's considered to be one of the best traditional Castlevania titles, if not the 
best. Believe it or not, that title only appeared on Japan's PC Engine back in the 
day. That meant Nintendo fans were out of luck — until Castlevania: Dracula X 
was announced. While this wasn't a direct port of Castlevania: Rondo of Blood, 
Konami did leverage a large portion of the PC Engine game in creating this 
Super Nintendo outing. 

It's hard not to measure Dracula X up against Rondo of Blood, as Dracula X 
is not just influenced by Rondo of Blood, but directly reuses several of its 
assets, bosses, items and more. The Super Nintendo wasn't capable of handling 
a direct port of Rondo of Blood, which is the only reason Dracula X exists in the 
first place. Even when this game originally hit the SNES in 1995, eagle-eyed 
fans of the franchise recognized the similarities right off the bat. This lead to a 
lot of people being disappointed in the final release. 

Measuring Castlevania: Dracula X is a very tough endeavor, because it brings 
up many arguments that fans of the franchise have had for years. As far as 
character controls go, Dracula X reverts to the more rigid inputs of previous 
games, whereas Super Castlevania IV gave you a lot more freedom, especially 
with whip control. The visual approach is also much brighter and more colorful 
than the previous SNES Castlevania title, leading to a more cartoonish style 
than the realism of Super Castlevania IV. That doesn't make Dracula X a bad 
game by any means, but it certainly brings up plenty to debate. 

Ignoring Super Castlevania IV and Rondo of Blood, Dracula X is a very solid 
Castlevania title. The soundtrack pumps out some fantastic new tunes, as well 
as remixes of franchise classics. The action is fast and furious, with plenty of 
big boss battles to take on and challenging level design. Dracula X feels much 
more in step with Castlevania: Bloodlines, a Genesis-only Castlevania game that 
released a year prior. Rondo of Blood is a more arcade-style outing with big 
moments and setpieces to push you forward. 

Sadly, Castlevania: Dracula X is forever destined to be the black sheep of the 
Castlevania series. There's simply no way to play it without comparing it to 
Rondo of Blood, unless you've never heard of or played that entry in the series. 
With Rondo of Blood's high status, Dracula X can only pale in comparison. It's a 
mash-up of Rondo's visuals and audio, but with new level layouts and enemy 
placement. It was made as a way to leverage assets, get a game out quickly and 
make one last grab at the SNES install base. 

Playing this game as a standalone title and taking it for what it is, rather 
than what its bigger brother does, is certainly the best way to experience it. If 
you can do that, you'll come away with a rather enjoyable adventure under 


your belt. - KEVIN C. 
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Successor of the Night 


CASTLEVANIA: CIRCLE OF THE MOON 


THE CASTLEVANIA FRANCHISE had been around for a very 

long time before Circle of the Moon was released on the Game Boy Advance, 
but its debut happened to mark an absolutely crucial moment in the series’ 
history. Four years earlier, the series had been turned on its head by Konami's 
Koji Igarashi, who decided to fuse the franchise with the design elements of 
Nintendo's Metroid games. The result was 1997's PlayStation masterpiece 
Castlevania: Symphony of the Night, which featured a giant castle you were 
free to explore at will. Gone was the level-based approach that the franchise 
had used before - and the "go anywhere, anytime" design shift made such an 
impression with fans that Konami decided to continue in that direction for 
several future series outings. The first of the new post-Symphony era was Circle 
of the Moon. 

Having a Castlevania game at the launch of the GBA was a huge deal in itself, 
but having it be the follow-up to Symphony's open exploration approach made 
it a wildly anticipated title. There was quite a bit of trepidation from fans prior 
to Circle's release, truthfully, as many didn't believe the humble GBA specs 
could handle the huge, sprawling adventure the PlayStation had given us. Still, 
the promise of a Metroidvania-style adventure that you could fit in your pocket 
was enough to bring out fans on Day 1, and they were greeted with an abso- 
lutely fantastic launch title. Not only did it live up to the promise of Symphony 
of the Night, Circle of the Moon also accurately demonstrated just how 
powerful the GBA could be. Thankfully, the game stands up just as well today 
when you're playing it on your Wii U. 

This time you take on the role of Nathan Graves, an apprentice vampire 
hunter who's setting out to rescue his kidnapped mentor from – you guessed it 
- Dracula. As with any good Metroidvania game, Circle of the Moon has you 
exploring a giant landscape at will, but you'll happen upon blocked paths that 
can only be accessed with new powers. Not only will you have to defeat regular 
enemies to gain experience and level-up Nathan, you'll also have to defeat 
bosses in order to gain new abilities. These let you double-jump to reach new 
areas, run faster and execute all sorts of different navigational maneuvers. 
Each new movement technique you learn is key to uncovering more of the 
castle's secrets, some of which are so hidden away that only those who truly go 
the extra mile will gain every ability possible. 

Circle of the Moon didn't stop at emulating Symphony's design, though, as 
this adventure also added in a new gameplay wrinkle in the form of Action and 
Attribute magic cards. These can be combined in different ways to create 
various magical attacks — mix and match to find the most powerful combo to 
help bring your victory just a bit more swiftly. 

Absolutely outstanding visuals and a top-notch soundtrack bring all of these 
elements together to make Circle of the Moon one of the finest experiences in 


the Castlevania series. - KEVIN C. 
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Overcorrected Issues 


CASTLEVANIA: HARMONY OF DISSONANCE 


CIRCLE OF THE MOON was a huge success for Konami and the 

GBA in general. The title went on to sell over a million copies, proving that GBA 
owners were hungry for the franchise and its newfound path of a more 
Metroid-style gameplay experience. That's why Konami was quick to follow up 
their GBA debut with another Castlevania game, this time called Harmony of 
Dissonance. While Circle of the Moon put us in the role of the brand-new 
Nathan Graves, Harmony of Dissonance brought things back to the Belmont 
clan by letting us play as Simon Belmont's grandson, Juste. Expectations were 
quite high after the massive success of Circle of the Moon, and with Konami 
claiming to fix some of their GBA debut's shortcomings, we all expected this to 
be the best entry in the franchise yet. Unfortunately, even to this day, it's easy 
to peg Harmony of Dissonance as the weakest of Castlevania's GBA trilogy. 

There weren't a lot of complaints leveraged against Circle of the Moon, but 
what issues there were were echoed by many players. Fans of the first game 
found it hard to see at times, due to the lack of a backlit screen on the GBA and 
the game's dark color palette. There were also complaints about the game's dif- 
ficulty, which became particularly punishing during later stages. When playing 
Harmony, it's easy to see that these issues were addressed head-on, but it 
seems that Konami might have gone a little too far remedying each. 

Harmony of Dissonance's visuals are almost too bright for a game that's 
supposed to be focused on monsters and Dracula. Color schemes are full of 
bright yellows, purples, reds and other blaring primary colors. Even Juste 
himself is painted in a blue outline that makes it easier to keep track of him. 
While the brighter visuals certainly made for an easier game to see in low-light 
situations, the vibrancy didn't really seem to fit with what Castlevania was 
supposed to portray. There seemed to be no middle ground between too dark 
and too cartoonish, and Harmony of Dissonance took things too far in the 
opposite direction when trying to make fixes. 

unfortunately, the same can be said for the game's difficulty. While Circle of 
the Moon was very tough and sometimes even bordered on unfair, Harmony of 
Dissonance was (and still is) hardly a challenge. Almost all enemies and bosses 
offered up little trouble for a player who was regularly leveling up their charac- 
ter. Grabbing armor and learning new abilities meant you could squash anyone 
in your way with little fuss. 

But the worst offender is the game's soundtrack, which is a mess. Most 
tunes would sound more at home on the Game Boy Color than the GBA, as 
these compositions are just jarring - a ridiculously sharp decline from Circle's 
excellent audio. This really was the final nail in Dracula's coffin, with the 
trifecta of issues making for the least entertaining GBA Castlevania. 

The core mechanics and ideas are still here, but everything presented in this 
second GBA effort was done better in 
the series' first. - KEVIN C. 
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The GBA Masterpiece 


CASTLEVANIA: ARIA OF SORROW 


HARMONY OF DISSONANCE wasn't a terrible Castlevania game 

by any means, but it did leave a bad taste in the mouths of fans after the excel- 
lent GBA debut, Circle of the Moon. Konami was keenly aware of the fan 
backlash to Harmony of Dissonance, so they once again set out to correct the 
mistakes of their previous game. This time around, it seemed like Konami had a 
laser focus on making sure the next Castlevania GBA game was the best that it 
could be. Luckily for fans, Castlevania: Aria of Sorrow ended up being a huge 
leap up in quality from Harmony of Dissonance. This title is largely considered 
to be the best in the GBA trilogy, even ranking highly in the entire franchise’s 
history. If you’re looking for just one GBA Castlevania game to enjoy on your Wii 
U, this is definitely the one to choose. 

This time around you take on the role of Soma Cruz, a teenager with a 
rather unique gift — he has the power to absorb the souls of fallen monsters, 
and then use those abilities to help enhance his own strength. That’s a pretty 
nifty talent for a teenager to have, especially when he’s visiting Dracula’s 
castle! Of course, that famous fortress just so happens to be where Soma finds 
himself in the future, as this adventure is set all the way in year 2035 - the 
same year that a prophecy states that Dracula will be reincarnated and retake 
his rightful place on his throne. Can Soma be the one to stop this resurrection 
from happening? 

Soma's ability to gather up monster souls is the main new mechanic in Aria 
of Sorrow. You'll fight enemies, gather their signature skills and assemble the 
perfect arsenal for Soma's battles through Castle Dracula. Monster souls fall 
into four different categories: Bullet, Guardian, Enchant and Ability. Ability 
souls are crucial to exploring the entire castle, as you'll need certain ones to 
access different castle locations. Bullet acts like the usual Castlevania sub- 
weapons of knives and axes and the like, while Guardian and Enchant both 
offer methods of protecting yourself — Guardians act as familiars, and Enchant 
souls activate stat boosts and other innate ability enhancements. 

Gone is the smaller, doubled-up castle of Harmony of Dissonance. This time 
around there's a much bigger, more fully fleshed-out map to explore. There's 
also a fantastic challenge factor here in Aria, as the experience shifts to be 
easier or more difficult depending on which abilities you've found and which 
souls you've acquired along the way. Some enemies and bosses will fall faster 
when fought against with certain soul magic, and it's up to you to figure out 
which combinations work best. Even better is the fantastic soundtrack, which 
was a very loud and clear response to the ire that Harmony of Dissonance's 
music drew. Some of the best Castlevania compositions in the GBA trilogy can 
be found in Aria of Sorrow, both in new tunes and remixed classics. 

Castlevania: Aria of Sorrow is an amazing conclusion to the GBA trilogy — a 
culmination of all Konami learned while 
creating these GBA outings. It should 
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UNLOCK BAYONETTA! 


DEPENDING ON HOW diehard of a player you are, you may or may 
not have already known that Bayonetta was unlockable as a secret hero 
іп The Wonderful 101 - some hardcore completionists have been able to 
access her through the game's traditional unlocking method, which was 
that you had to complete all of the game's stages on 10196 difficulty, earn 
a platinum or higher ranking in all operational results screens, obtain all 
the custom blocks... you know what? There were way too many require- 
ments. This new method is better. It's a simple cheat code. 

Well, not all that simple, | suppose. You still have to have cleared the 
campaign at least once already, and you also have to have at least 
2,000,000 O-Parts in the bank, as the code doesn't unlock her outright, 
but rather unlocks the ability to buy her from the Wonderful Mart. 

If you've got those requirements taken care of, replay Operation 001. 
While there, hold down the ZR Button and enter this sequence of inputs: 
Up, Down, Up, Right, Left, X, B, Y, A. If you've done it right, Bayonetta will 
then be available for purchase — and she'll be accompanied by her pals 
Jeanne and Rodin from her series as well! 

And that's not all, as several other sets of characters can be unlocked 
using the same code in different locations. Instead of Operation 001, go 
to the Prologue, the Epilogue and Operations 006-В and 009-В to enter 
the same button sequence and get more heroes to go on sale. 

But none of them beats Bayonetta! Playing as her is a blast, as she 
wields a 101-fueled version of her Scarborough Fair gun and can even 
transform into a gigantic version of herself for high-kicking action. Enjoy! 
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UNLOCK THE GREAT FAIRY! 


IN OUR LAST issue, we made a big deal about Hyrule Warriors' many 
playable female fighters — the theme of the issue was "Leading Ladies," 
after all, and this Legend of Zelda x Dynasty Warriors crossover boasted 
eight different women you could control: Princess Zelda, Sheik, Impa, 
Ruto, Agitha, Fi, Midna and the newcomer, Lana. Unfortunately, it seems 
we shortchanged you readers by one - there's a ninth woman warrior 
lying in wait for those who are diligent enough to find her. 

(And no, we're not talking about Cia, who's since been added as a 
playable character through free DLC. This lady was there from the start.) 

We're talking, of course, about The Great Fairy. Originally seen in this 
scantily-clad-in-nothing-but-leaves design back in 1998's Ocarina of Time, 
The Great Fairy has been making Zelda series fans feel mildly uncomfort- 
able with her buxomness for over 15 years now. Her appearances were 
always brief, though — she'd only show up at Hyrule's fairy fountains, and 
after you were done getting some new magic spell or item from her, you 
could quickly leave and try to make your eyes forget what they were just 
forced to gaze upon. 

Well, Hyrule Warriors lets her loose to parade across its battlefields in 
grand style. To access her, you have to make it to the bottom-left corner 
square on the Adventure Mode map. (Which is a major feat in itself.) Once 
there, use a Water Arrow on the Ring of Fire you find while exploring, 
then clear the mission that's presented to you. If you succeed, the Fairy is 
yours to command! She's not really her own character (she oddly works 
as one of Link's weapons), but that's just a technicality. Don't get weird. 
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WHATS A GOOD STRATEGY FOR 
BEGINNERS FOR EARNING POINTS, AND 


WHAT ARE SOME ADVANCED TACTICS? 


THE FIRST THING you're going to want to do is practice vertical chains. Take 
some time on an easier setting and start to get the rhythm down. Look for 
patterns in the blocks with similar colors in the same area, and how you can link 
them together in the least amount of moves. Try to link the largest number of 
blocks possible for the highest chain, and don't settle for smaller links. With 
enough practice and fortitude you'll be able to work your way out of easy clears 
and onto some of the more difficult combos. 

Once you've gotten that concept down, it's time to start thinking ahead. Don't 
just focus on creating chains - start looking for ways to clear the top while looking 
at the bottom, and vice-versa. Work on your peripheral vision so that you can see 
the entire screen at once, even out of the corner of your eye. While vertical drops 
are often the most obvious for newer players, horizontal drops can often maximize 
your output in ways that your vertical game couldn't before. Another tactic to look 
for is the "shift clear." After getting a match, you can quickly move over (shift) 
errant blocks to ensure that your chain doesn't lose momentum. Practice this after 
you've mastered the concept of pre-planning and you'll increase your chances of 
upping your chains on the fly while you're looking at other parts of the screen. 

The key is to not stop clearing and never stop moving the cursor, even if it's a 
minor shift. Move into your next area of attack and strike immediately without 
hesitation to keep up your chains. If there are blocks off on the side that don't 
quite fit into your "puzzle" yet, you can just flip them over to the center to put 
them into play. 


WHATS THE BEST WAY TO MAXIMIZE 
EXCLAMATION BLOCKS IN VS. MODE? 


BEFORE YOU START to take on players locally in Tetris Attack (or online in 
games like Planet Puzzle League), it's important to master both vertical and hori- 
zontal chaining techniques, as well as advanced tactics like shift clears. In Vs. 
Mode, however, you'll have to worry about an entirely new mechanic - your 
opponent can send over colored "garbage" blocks to your side through skilled 
chains, and they can be a real pain if you don't know how to deal with them. 

One of the chief ways to take out the trash is to mix things up with exclamation 
blocks. These allow you to send over grey garbage to the other side, which must be 
cleared by matching up colors in a "T" formation to erase them. But with grey 
blocks the resulting colors will be randomized, which can set up some mean 
combos if used correctly. As you may have seen in other games like Puzzle Fighter, 
clearing a large number of blocks and sending over big pieces of colored garbage 
can hand over a pretty neatly wrapped present to your opponent's side, offering 
up huge points. 

Instead, you'll want to clear out garbage in short spurts, preferably only using 
three blocks. Immediately following that, complete a chain without using garbage, 
then go back to another three-block garbage clear. Rather than dropping a neat 
stack, the garbage will now be staggered, which makes clearing it out a lot trickier. 
If you constantly mix up your game with small garbage chains, big chains and 
exclamation garbage drops, you'll overload your opponent in no time. 

It's human nature to want to go for the largest combos and chains possible at 
any given moment, but with the right amount of patience you'll be whittling down 
your opponents in no time. It's another entire layer to the already complex 
formula of Tetris Attack, but with practice you'll start treating garbage blocks as 
opportunities rather than hindrances. 


THESNES CLASSIC TETRIS ATTACK WAS SELECTED FOR 
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WHAT DOES CHRIS TRULY ENJOY ABOUT 


AN BAYONETTA, AND WHICH CHARACTERS/ 
WEAPONS ARE HIS FAVORITES? 


TRUTH BE TOLD, my favorite thing about the Bayonetta series is probably its focus on Witch 
Time and dodging. | love that every "just" dodge is rewarded, and that although you can flip out 
like a master ninja and get away with it, players who attempt to master every facet of the game 
will reap dividends by getting Witch Time to trigger constantly. The key to why this is such a suc- 
cessful mechanic is the focus on movement. In many other games there's both an option to 
defend or dodge - sometimes just the former. Blocking attacks inherently keeps you stationary, 
and depending on the game, can slow down the pace. Bayonetta keeps you interested by con- 
stantly keeping you on your toes. 

In terms of my favorite weapons, I'd say the Shuraba and the Durga for sure. The former is a 
great all-around weapon that can get pretty much any job done, and the latter is extremely ver- 
satile with two styles of play in one. As for my favorite character, it's easily Bayonetta all the way, 
as | love her constant need to be stylish. 


WHATS A CONSISTENT STRATEGY FOR 


DEALING WITH GRACE AND GLORY (THE 
ANGELS USING FIRE/ELECTRIC CLAWS)? 


A BOSS WITH multiple moving parts is oftentimes the hardest challenge for a lot are times when you may not be able to damage your target and will have an 
of players - in a lot of games - and Grace and Glory have given a fair share of fans opportunity to chip away at your secondary goal, it's important to keep your 
some trouble in the original Bayonetta. The main problem is the propensity for focus and rush down your primary first. Always keep the camera positioned in a 
multi-bodied bosses to "stun lock" players. In other words, singular enemies may way that shows both enemies at once, even if you have to move around the 
have a specific pattern or frame limitation for their attacks that cause damage, battlefield without attacking for the sole purpose of keeping them both in sight. 
then allow you to recover. But with two or more components, the enemies may In Bayonetta, Grace (the fire one) is the slower of the two, which makes him a 
work in tandem and out of sync, which means their window for punishes goes way perfect target to save for last as you can easily dodge his attacks and pummel 
up (which is not very good for your sanity level). For any boss that features multiple Glory with your Witch Time reward. Of course, your style of play may differ — you 
enemies, though, one truth still remains - isolation is key. may have a tougher time with Grace. In that case, focus on him first. 

Instead of splitting up damage between the two, you're going to want to focus on In terms of how to handle Grace and Glory specifically within the confines of 
just one to take them out of commission entirely and even the odds. Although there Bayonetta, I'd recommend using a quicker weapon so you can get in and get out 


without getting punished. Slower gear will leave you more vulnerable to the 
aforementioned stun locking, so using a weapon like the Onyx Roses or Durga 
will increase your survivability significantly. 

Later in the game you'll encounter Gracious and Glorious — stronger 
versions of the previous duo who you can't use Witch Time against. The same 
rules apply, but you can use the Moon of Mahaa-Kalaa accessory (200,000 
Halos) to trigger Witch Time anyway. 
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МІМТЕМ DO-DS. 


THE NEW NINTENDO 3DS MODELS 


AS | WRITE this preview, I've had the 
Japanese versions of both of the New 
Nintendo 3DS units in my office for 
over a month. That's a somewhat 
weird thought, as it could possibly be 
several more months before these 
units hit store shelves in Europe and 
North America. And that's a major 
shame, because these New units are a 
major upgrade over the old. 

Let's get an obvious enhancement 
out of the way first - the improved 3D 
effect. It's the reason Nintendo devel- 
oped the 3DS to begin with, but it's 
been an element that a good chunk of 
the handheld's audience has struggled 
with — many tried turning the 3D on 
once or twice when they bought their 
systems, then slid that depth slider 


down to zero and left it there for good. 


Now, I never crank it down. A new 
head tracking system allows the unit 
to know where your face is relative to 
the display at any given moment, then 
constantly adjusts and corrects the 3D 
effect to compensate. The results are 
stunning - I stopped realizing that the 
3D was even on at all and started to 
get more involved in each game. Once 
you see it, you'll believe it too. 


The overhauled CPU is another big 
plus. Super Smash Bros. for Nintendo 
3DS and Monster Hunter 4 struggled 
to keep up on the older models, even 
having to tap into the processing 
power of the OS to keep running 
(which is why the old 3DS goes blank 
and does a soft reset when you exit 
those games). With the New Nintendo 
3DS, returning to the Home Menu is 
snappy, as is accessing Miiverse or 
looking something up in the Internet 
Browser. The browser is particularly 
impressive, as it runs HTML5 natively 
- and that opens the door to a lot of 
new possibilities. HTML5 video 
services like YouTube are fantastic 
here, and some of the videos on there 
support 3D visuals, which the New 
Nintendo 3DS quickly recognizes and 
instantly displays correctly. 

The New 3DS systems just run a lot 
smoother overall. When a lot of games 
were saved on an old 305 Home Menu 
before, it would take a while to get 
everything loaded. Everything loads 
much more quickly now, which makes 
the first moments of sitting down to 
start gaming a much happier experi- 
ence. The improved CPU also helps a 


lot while browsing the eShop - you 
can download games much faster, and 
it seems like fewer errors pop up. 

With an improved CPU will come 
more complex pieces of software, 
which will make the inclusion of the 
new "C-Stick" quite useful. It's a weird, 
laptop-like nub. It doesn't move even 
an inch in any direction, and you have 
to slide your finger toward its edges to 
make the imagery react on-screen. 

It works surprisingly well once you 
get used to it. Not every player will 
appreciate it, but I liked using the 
C-Stick with my selection of Circle Pad 
Pro-compatible games, like E.X. 
Troopers and Metal Gear Solid 3D. The 
results were satisfying, as the stick 
provided the comfort of proper 
camera control. Super Smash Bros. for 
Nintendo 3DS also makes use of it, as 
Smash attacks can be charged with 
the little nub. After a while, | found 
myself using it a lot (even though that 
could be considered cheating against 


those still using the old 3DS systems.) 

As for deciding between getting the 
XL or the "normal" size, it comes down 
to what you enjoy in a system. If you 
want larger screens, then there's 
nothing wrong with the XL version – 
it has the same screen size as the old 
XL. The feel of the larger unit seems 
somewhat slippery, though, and that 
can't be classified as exactly ideal. 

Personally, | liked the smaller 
model more. It’s the only one of the 
pair to support the swappable Cover 
Plates, which are easy to attach and 
remove. Beyond that, it also has the 
rounded edges of the XL version and 
bigger screens than the first 3DS had 
(though not approaching XL size, of 
course). And nothing can beat those 
colored buttons! 

The New Nintendo 305 and New 
Nintendo 3DS XL represent the biggest 
push forward of any hardware revision 
Nintendo has ever done. They'll be 
well worth the wait! - DAAN 


NINTENDO 
TBA 2015 (NORTH AMERICA & EUROPE) 


AMIIBO SUPPORT 


Another new feature that both versions of the New Nintendo 3DS will include is 
built-in Amiibo support — there's a scanner hidden in there, tucked underneath 
the bottom screen. So far, Nintendo hasn't confirmed any 3DS titles that will be 
compatible with Amiibo figures. But by the time these hardware revisions go 
on sale globally, we'll surely have confirmation of several upcoming on-the-go 
titles that will play nice with your new figure collection. Stay tuned! 
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XENOBLADE CHRONICLES 
FOR THE NEW NINTENDO 305 


Werre really feeling it! (In our hands.) 


THOUGH THE NEW C-Stick, extra buttons, swappable face- 
plates and improved stereoscopic 3D may be the features that 
make the New 305 systems’ first impression, it's the extra oomph 
in the CPU that will provide its lasting appeal — as it means the 
company can bring more complex, more visually demanding 
games to the updated platform. 

Xenoblade Chronicles will serve as one of the first visual show- 
pieces for the New 3DS, as its stunning, wide-open vistas and 
massive world are transitioning from the big screen to the small. 
Reyn time is coming back! And Shulk's appearance in the new 
Super Smash Bros. makes all the more sense now. 

For those unfamiliar with Xenoblade Chronicles, this open- 
world RPG is one of the standout titles in the Wii library. 
Seemingly passed over for a Western localization initially, the 
Monolith Soft-developed title finally came to North America in 
2012 after launching in Japan in 2010 and Europe in 2011. 

The wait was worth it, though, as critics praised its modern 
design sensibilities, like its active battling system and MMO-like 
side missions. Fights feel fast and action-packed, and the amount 
of available additional quests is astounding. 

What also stands out about Xenoblade Chronicles is its sense of 
scale and grandeur. The game takes place on the bodies of two 
long-dead titans, and players can see the giants looming in the 
background as they travel throughout the sci-fi setting. The areas 
that make up the world are truly stunning, too. Gaur Plain, for 
example, is an early-game location full of open fields, roaming 
monsters and breathtaking landscapes. (But how these regions 
will translate to a much smaller screen remains to be seen.) 

Nintendo has only doled out a bit of information about the 
game's New 3DS edition, as early footage points to more of a port 
than overhauled remake - but whether that means extra quests 
or more content is unknown. What is known is that the New 3DS 
will be getting an amazing RPG right off the bat. - EVAN 


AY 


NINTENDO MONOLITH SOFT 


NEW3DS TBA 2015 (NORTH AMERICA & EUROPE) 
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THE SWAPPABLE FACEPLATES 


Before our calendars flip over into the new year, Japan will have seen the release of over 50 
different faceplates for New 3DS owners to use to customize their new handheld hardware. 
We couldn't even fit them all on the page here - there are too many different options to 
choose from! Chances are the selection will be just as vast when the New 3DS launches in 3 5 

North America and Europe, too. So good luck picking a favorite from the bunch! NOVEMBER/DECEMBER 2014 


36 ISSUE #12: THE GRATITUDE PROJECT 


(JEL Gan PT 


KIRBY AND THE 
RAINBOW CURSE 


WHEN I THINK of Kirby and the 
Rainbow Curse, I think of Tony Ponce. 
Longtime NF readers may remember a 
feature we ran back in Issue £4 called 
"Dreams for the Future," and in it Tony 
hoped that Nintendo would craft a new 
Mario title with a claymation art style 
(just like the clay Marios who appeared 
on both the first and last issue covers of 
Nintendo Power.) So while Tony's wish 
isn't entirely being granted here, the fact 
that an all-clay Kirby was announced less 
than a year after it was made is getting 
pretty close to wish fulfillment to me. 

Good call, Tony. 

For Kirby and the Rainbow Curse, the 
claymation art approach is being used as 
a fresh coat of paint applied to a game 
design we first saw in 2005, with Kirby: 
Canvas Curse on the DS. In that game, as 
in this one, you take up your stylus and 
draw lines on the touchscreen to guide a 
limbless, spherical Kirby over, under and 
around each series of obstacles that 
comes your way. When we first saw the 
game in action at E3 earlier this year, it 


PUBLISHER: NINTENDO 

DEVELOPER: HAL LABORATORY 
RELEASE: FEBRUARY 13, 2015 (NORTH AMERICA); 
SECOND HALF 2015 (EUROPE) 


seemed like that was all there was to it. 
Now, we know there's more. 

Nintendo's recently announced that a 
full four-player multiplayer mode will 
also be a part of this package! Player 1 
retains control of Kirby and draws lines 
for him on the GamePad, but Players 2, 3 
and 4 can jump in as Waddle Dees to 
lend some helping hands (and feet) to 
the adventure. The feet part may be the 
most important — while Kirby can never 
be directly controlled, the Waddle Dees 
will move, jump and attack just as the 
lone bandana-wearing Dee did back in 
Kirby's Return to Dream Land on Wii. 
Having a friend (or three) who can freely 
move wherever they like on the screen 
without having to draw the perfect line 
to do so will be a huge help - and even 
more so since the Dees will be able to 
pick up and carry Kirby to each stage's 
exit if they want to. 

Rainbow Curse just went from being a 
nifty-looking follow-up to an old DS game 
to what will likely be one of the best 
со-ор experiences of the new year. North 
American fans won't have to wait long 
into 2015 to get it, either, as it's coming 
February 13. (European players, sadly, 
will have to wait a lot longer.) - LUCAS 


WE ALREADY KNEW that Intelligent Systems' new IP, Code 
Name: S.T.E.A.M., has a lot of creative inspirations: Silver Age 
comic books for its art style; steampunk culture for its setting; the 
studio's own past tactical titles for its gameplay (along with some 
strategy genre mechanics borrowed from other developers). Now 
there's one more ingredient that's been tossed into this already 
overflowing recipe: classic literature. 

Apparently, several of the playable characters that form the 
S.T.E.A.M. team are drawn from the pages of timeless novels. Lion 
we first saw in action at E3, and we assumed he was just a talking, 
walking humanoid jungle beast and thought nothing more about 
it. (It's a video game; sentient lions are nothing new.) But appar- 
ently there's more to him — he's actually The Cowardly Lion from 
The Wizard of Oz, somehow flung into this world and armed to the 
teeth to fight back against alien invaders and prove his bravery. 

But there's more where he came from, as also now confirmed 
to be on the squad are Tom Sawyer (from Mark Twain's series of 
novels) and Tiger Lily, previously a citizen of Neverland in J.M. 
Barrie's Peter Pan stories. Tom is a trap specialist, setting up land 
mines on the battlefield. Tiger Lily is the group's healer, able to 
launch mortars that burst into clouds of recovering mist. 

This new classic literature connection applies to the heroes we 
already knew about, too. Lead character Henry Fleming was also 
the protagonist of 1895's The Red Badge of Courage, and John is 
none other than folk hero John Henry, the "steel-driving man who 
died with a hammer in his hand." (Of course, in this alternate 
history he didn't die - he joined up with President Lincoln's alien- 
fighting force instead.) 

Now that this new inspiration is known, my mind's already 
starting to spin to think of other famous literary figures who could 
also make an appearance. It's like Smash roster speculation all 
over again, just tapping into your local library's recommended 
reading list instead of old Nintendo games! - LUCAS 
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CAPTAIN TOAD: TREASURE TRACKER 


IT'S ALMOST IRONIC that one of the 
biggest Wii U games of the year would 
star a timid little Toad, but then again, 
Nintendo's pantheon of characters has 
never exactly been orthodox. From 
tie-wearing apes and middle-aged 
plumbers to diminutive spacemen and 
elfin warriors, the Big N has some of 
the most colorful mascots in the entire 
video game industry, a fact that befits 
the company's playfulness. It looks 
like we can now add Captain Toad to 
that hallowed list of heroes, as his 
debut adventure, Captain Toad: 
Treasure Tracker, is shaping up to be 
one of the most beautiful and inven- 
tive Wii U games yet. 


Treasure Tracker is a full-length 
adventure born out of the Captain 
Toad minigame levels from last year's 
Super Mario 3D World. The game 
begins one sunny day as the Captain 
and Toadette are out searching for 
treasure. Just when they happen to 
discover some, the pair is intercepted 
by a giant bird named Wingo, who 
snatches the treasure - along with 
Toadette - in one feathery swoop. It 
falls to the Captain to muster up his 
courage and rescue Toadette from 
Wingo's clutches. 

No spoiler whatsoever: Toadette 
does get rescued. And, after she does, 
she becomes playable too! 


As with every Mario title, the story 
in Treasure Tracker is charmingly 
simple, but the true appeal of the 
game stems from the ensuing adven- 
ture. Captain Toad and Toadette's 
journey will take them through over 
70 different "mini-universes" — small, 
maze-like levels that can be rotated to 
offer different vantage points. Just as 
in 3D World, the objective in each 
stage is to guide one of the two 
intrepid explorers to the star waiting 
at the end, but as you'd expect from a 
Nintendo game, that's often easier 
said than done. Grounded by the 
weight of their backpacks, both 
Captain Toad and Toadette lack any 
jumping prowess and can only plod 
along on their stubby little feet. This 
changes the entire complexion of the 
gameplay; without the ability to jump, 
the challenge of Treasure Tracker 
becomes figuring out just how to 
navigate each stage. Using careful 
observation, you'll have to manipulate 
each mini-universe to parse the way 
forward, avoiding enemies, opening 
up new pathways and collecting stars 
and other valuables. 

While the general premise of the 
game is firmly rooted in the ideas 
sown in 3D World, Nintendo has 
injected a wealth of new gameplay 


ideas here. This time, the Toads can 
defend themselves against enemies 
using turnips, which can be plucked 
from the ground, Super Mario Bros. 
2-style. They can also wield a new item 
dubbed the Super Pickax that allows 
them to smash through blocks and 
create new pathways. 3D World 
veterans will also recognize the 
returning Double Cherry, which 
creates a duplicate of the current hero 
to mimic their every move. Players will 
need to maneuver these doppelgang- 
ers in tandem to step on multiple 
pressure-sensitive switches at once. 

And the sheer variety of stages is 
staggering - from navigating a 
runaway locomotive as it barrels 
through a blizzard to climbing girders 
(in a clear homage to Donkey Kong). 
Many also introduce unique gameplay 
twists - some stages will require you 
to rotate the scenery using the Wii U 
GamePad’s touchscreen, while others 
will have you using the Pad as a first- 
person perspective viewfinder to 
chuck turnips as you zip along ina 
mine cart. 

with such an abundance of ideas, 
it’s clear that Captain Toad: Treasure 
Tracker will be one of the year’s most 
imaginative releases. Look for our full 
review next time! -КЕУІМ К. 
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& Brett Martin bed Following - 
ONightramVGMM 
@DrinkBoxStudios Thank you for bringing 


us one of the greatest platformers ever! 
Guacamelee! . . . sequel? Please? 


#GratitudeProject 


FEATURES 


Lucas M. Thomas ро 
@lucasmthomas 


Thanks to @ImageForm for bringing 


SteamWorld to our world! Eagerly awaiting 
next year's out-of-this-world Heist. :) 
#GratitudeProject 


L 


#GratitudeProject 


а ы 
Thanks to @YachtClubGames for Shovel 
Knight, a great new game and character 


which made me feel like | was a kid again. 
#GratitudeProject 


ZN 


Jonathan Holmes % 
@Tronknotts 


Thanks to @Harada_TEKKEN for directing 
Pokken, one of my most wanted games of 
2015 #GratitudeProject 


ge o 
@Jazaaboo 


OTotallyChoice Played Bit.Trip Runner for 
#TheSpeedGamers' charity marathon & 
loved it! Thanks for making such a fun 
game #GratitudeProject 


The dialogue that defines the gaming industry is becoming more toxic by the day. Negativity has become instantaneous, toward 


everything and everyone. Look no further than the comments box placed at the bottom of any article posted on any Internet 


gaming site, and you'll find almost nothing but vile, repulsive remarks that accomplish nothing more than to tear down the writers, 


artists and programmers who are dedicating their lives to trying to bring a smile to ours. 


It’s time to redirect the discourse. It’s time to reclaim a positive perspective. It’s time to just say thanks, for goodness’ sake, to the men 


and women who pour all they have into the pixels and sounds we all consume in hours flat before casting them aside without a word, 


after they've just spent years making those hours possible. It’s time to stop tearing down and start building up again. 


So this is The Gratitude Project. 


We've gotten the ball rolling for you already. Several Twitterific NF staff members have gone out in front and already begun to 
express their thanks to the video game developers who've made a positive impact on their lives by making some of their favorite 


games. We invite you to take part! In fact, we're not above bribing you to do so. So first, read over some of the tweets we've already 


sent to get a sense of what this project's all about. Then, flip your way over to Page 54 for more instructions on how you could be 


rewarded for taking time to be thankful. And, as always, we're thankful for you as our readers! 
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=) Jonathan Holmes 
(OTronKnotis 
Thanks yo @CarriedAwayGame апа 
@itoi_shigesato for Earthbound. More than 
a game. A permanent part of my life. 
#GratitudeProject 


uc pes i 
Thanks to @sunsoftgames for bringing back 
their classics through the Virtual Console! I 
hope there are more on the way. :) 
#GratitudeProject 


J Tony Ponce 

@megaStryke 

A HUGE thanks to @Uchikoshi_Eng for 
making my absolute favorite DS game. | just 
know Zero Escape 3 will happen one day! 
#GratitudeProject 


^ David Oxford 
(GLBD Nytetrayn 


ә 
Also thanks to @©М2 game for their great 
work with the Game Boy Advance Virtual 


Console on Wii U! #GratitudeProject 


David Oxford 

(OLBD Nytetrayn 
Giving a thankful shout-out to @Activision 
and @WayForward for the best Teenage 
Mutant Ninja Turtles game in years! 
#GratitudeProject 


= ы 
Stealth Inc 2, Swapper, etc. @curvestudios 


puts out a bunch of games I really dig on 
Wii О and more #4GRATITUDEPROJECT 


mm 


[s] Jazaaboo 
@Jazaaboo 
Otelltalegames Thanks for keeping the 
spirit of hilarious point-and-click games 
alive! | loved Sam and Max! 
#GratitudeProject 


n Ы 
ODavid Wise I've replayed ОКС games 
once a year since the series' debut. Thanks 


for writing such great music for them! 
#GratitudeProject 


Jonathan Holmes 

@Tronknotts 
Thanks to (2TOO DX for Sportsball, the 
unofficial sports friend and best 4-player 
Joust-like on the Wii U or anywhere else 
#GratitudeProject 


> КУ в 
Oh, and thanks to @virtjk for being a 


musical wizard who can turn any game he 
scores into a dance party. #GratitudeProject 
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Б Топу Ропсе 

@megaStryke 

WHAT!? Rodea the Sky Solder lives!? And 
it's coming Spring 2015 to Wii U and 3DS!? 
Thank you, @nakayuji and Kadokawa! 
#GratitudeProject 


Brett Martin 
@NightramVGMM 


@Sora_SakuraiUS Thank you for all of the 
Smash Bros. games and your love letter to 
Nintendo! Best Game Designer ever? 
#GratitudeProject 


David Oxford 

@LBD_Nytetrayn 
Thanks to @SEGA & @M2_game for the 
SEGA 3D Classics. | can't wait to try the 
next batch, and | hope many more will 
come! #GratitudeProject 


E Jonathan Holmes о Following 
(im LJ 


Thanks to @atlus for Persona Q and smart 
move hiring @ashly_burch for the job. 
#GratitudeProject 


@TommyTallarico Thank you for YEARS of 
amazing music, and Video Games Live! 
Keep doing what you do! 

#GratitudeProject 


prea Ы 
@NightramVGMM 


@Armikrog Thank you for bringing this 
project to the world! Can't wait! Claymation 
forever! #GratitudeProject 


Matthew Taranto е Following | 
(OMatihewPTaranto 


@NintendoForce | know you're technically 
not a game company, but thanks for the 
opportunity of working with you guys! 
#GratitudeProject 


TOS о 
@тгопкпойѕ 


Thanks to @BriProv for updating the 
WiiWare version of @RetroCR just 
because we're all equally important 
#GratitudeProject 


Daan Ki 


@NintenDaan 


о roroving | 


The people of @_Nnooo surprised me 
once again with Cubemen 2! Insanely 
addicting and tons of fun or with friends. 
#GratitudeProject 


Daan Koopman 1 
ONintenDaan 


Lovelies at @TotallyChoice get a shout 
now! Still going strong and never made a 
title | disliked, which is very pleasant. 
#GratitudeProject 


BIN Neal Ronaghan 
Onron10 
TowerFall is one of the best multiplayer 
games I've ever played. So smartly crafted, 
@MattThorson. Thank you. 
#GratitudeProject 


Daan Koopman 

@NintenDaan 
Selection of titles from @curvedigital on 
Nintendo platforms were great! One day, | 
want another Hydroventure to appear! 
#GratitudeProject 


Bi Neal Ronaghan x | Following | 


@nron10 
Shovel Knight made me tear up. Thanks a 
lot, @YachtClubGames 
#GRATITUDEPROJECT 


a i 
I'm also giving thanks for the new Smash 
announcer, @XanderMobusVO. | wish he 


would narrate my life for a 24-hour period! 
#GraditudeProject 


Bi Neal Ronaghan ked 
Gnronto 


Punch-Out and Luigi's Mansion: Dark Moon 
are both incredible. Thanks so much 
@nextlevelgames! ZGRATITUDEPROJECT 


ae” 2 


@PG_kamiya Wonderful 101, Viewtiful 
Joe, & Okami are some of my fave games! 
Thanks for making them! Henshin-a-go-go, 
baby! #GratitudeProject 


Brett Martin 
(ONightramVGMM 


о Em 


@YachtClubGames Thank you for 
bringing the world Shovel Knight. It is 
simply amazing, and a love letter for NES 
lovers. #GratitudeProject 


Neal Ronaghan 
Onron10 


о EA 
Or maybe we thank the lovely Treehouse 
folk who localized the fabulous Fantasy 
Life? @danfazio @ThinkRage etc. 
#GRATITUDEPROJECT 


жа Кеуіп Knežević 
(@kevknez 


And, of course, thanks to @lucasmthomas 
for all of his tireless work putting together 
each issue of @NintendoForce! ;) 
#GratitudeProject 


а Em 
Thanks to @archiecomics and 
@lanFlynnBKC for keeping Mega Man 

alive with some great stories while we have 
no new games. #GratitudeProject 


@LBD_Nytetrayn 


Matthew Taranto 

(OMatthewPTaranto 
@NintendoAmerica Thanks for a lifetime of 
fun! Played Mario 1 in 1988 when | was 3, 
and have been gaming ever since. 
#GratitudeProject 


EM Daan Koopman n Following | 
@NintenDaan 

Above all Nintendo! | wouldn't be doing this 

if | didn't like the output of the company. Still 


do... a lot! :) #GratitudeProject 


” David Oxford 
@LBD_Nytetrayn 


= 


Thanks to @comcept_jp for their work this 
past year on @MightyNo$9 this past year. It 
looks better every time | see it! 
#GratitudeProject 


о -— 


Jonathan Holmes 
@Tronknotts 
Thanks to @nakayuji for bringing back 


Rodea, with Wii and Wii U modes no less. 
Pretty amazing #GratitudeProject 


Tony Ponce 
@megasiryke 


g -E 


Thanks to @FreakZoneGames for making 
AVGN Adventures and @ScrewAttack for 
making this tribute to @cinemassacre 
possible. #GratitudeProject 


im Neal Ronaghan "n “Following 
nron10 

So far, Sportsball on Wii U is exactly what | 

want professional football to turn into. 
Thanks @TOO_DX 

#GRATITUDEPROJECT 


nes Rohan о а 
@пгоп1о 


Gotta give props to @AtlusUSA to getting 
me back into RPGs with Radiant Historia, 
Etrian Odyssey and SMT. 
#GRATITUDEPROJECT 


FEATURES 


PR David oxford 
@LBD_Nytetrayn 

Thanks to Retro Studios for reviving DK 

Country in Returns, improving it in 3D, and 

topping it with Tropical Freeze. 

#GratitudeProject 


Jazaaboo 
@Jazaaboo 


(OWayForward Thanks for putting a "hug 
the adorable squishy monster" button in A 
Boy and His Blob. Best feature ever! 
#GratitudeProject 


Jonathan Holmes 

@Tronknotts 
Thanks to @amaya_pixel for Kero Blaster, 
Cave Story, & the knowledge that anyone 


can make a game if they have the passion 
#GratitudeProject 


Brett Martin 
(ONightramVGMM 


> EI 
(Oamaya pixel Thank you so much for your 
work on the amazing game Cave Story! 


#GratitudeProject 


cores о LE 
Thanks to @JascoGames for also helping 
to keep Mega Man alive with the 
@MegaManBrdGame. Really looking 
forward to it! #GratitudeProject 


Р) David Oxford ў 
(OLBD. Nytetrayn 


Thanks to @VblankGames for (DRetroCR 
DX, the first open-world crime game I've 
ever really gotten into. #GratitudeProject 


gerr EE 
If not for Inti Creates, there would be no 
@GunvoltGame or @MightyNo9. Thanks 


for keeping Mega Man's soul burning! 
#GratitudeProject 


Daan Koopman 
@NintenDaan 


Ее Following | 


Can't start off this week and not say thanks 
to @lmageForm. Played what they have in 
store for you and it is promising. 
#GratitudeProject 


Matthew Taranto 

OMatihewPTaranto 
@latechpark Big thanks to these guys for 
helping us get Tadpole Treble off the 
ground in their incubation program. 
#GratitudeProject 


Ра David Oxford 
@LBD_Nytetrayn 


^E 
Thanks to @platinumgames & 

(PG kamiya for bringing games like 
Wonderful101 & Bayonetta/2 to WiiU. May 
there be many more! #GratitudeProject 


David Oxford 

(OLBD Nytetrayn 
Thanks to @Sora_Sakurai 8. 
@NintendoAmerica for Super Smash Bros. 
on Wii U and Nintendo 3DS, which may be 
the best yet! #GratitudeProject 


om 


BEI Neal Ronaghan 
@топ10 
How about instead of hating on Sonic 
games, we call out the radical Armillo on 
Wii U eShop from @FuzzyWuzzyGames? 
#GRATITUDEPROJECT 


Brett Martin 
(ONightramVGMM 


ж | Following 


@saneiboeki Thank you for making the 
best Nintendo plushes in the world! Please 
keep them coming! #GratitudeProject 


Brett Martin 

(ONightramVGMM 
@nicalis Thank you for continually and 
consistently bringing us awesome and 
innovative games! 
#GratitudeProject 


Brett Martin + 1 
@NightramVGMM 


@DoubleFine Thank you for all you do in 
the games industry . . . and for 
PSYCHONAUTS! #GratitudeProject 


Jon Irwin 
OWinWinirwin 
idiplex for my writing 
soundtrack right now, "Try Try Again" from 
MBL: Dream Team. #GratitudeProject 
#belated 


Lucas M. Thomas 
@lucasmthomas 


о Eg 
Thanks to @NextLevelGames for the 
superb Luigi's Mansion: Dark Moon! Can't 
wait to see what's next from you guys. 
#GratitudeProject 


BE Neal Ronaghan 
@nron10 


Ы 
Where the heck is Treasurenauts? | mean, 
can't wait for Xeodrifter! Thanks for all the 
rad games, @RenegadeKidLLC 
#GRATITUDEPROJECT 


Matthew Taranto 
(@MatthewPTaranto 


oy 


@GoNintendoTweet Thanks for providing a 
veritable nonstop onslaught of Nintendo 
news for my eyeballs. #GratitudeProject 
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“ITS THE PITS” 


BUT YOU HAVEN'T 
SEEN MY IDEA 
YET! BARBECUE 


NFMAGAZINE YEAR 2SUBSCRIPTIONS PLEDGE COMIC BY DEANN STONE - TO SEE MORE OF DEANNS WORK VISIT MISSYZEROTUMBLRCOM 


over 


How Jong have little 


yov two been 
e PIA 
Fightin 9: + 


it, cream puff. All be six stages You're 


banned. Nov ever try playing a 
match on (Corneria- Arwing s 
all over. No thank yov. We 
the scene 
keep [ қ 
as pos sible, see“. 


Can 
Are 


Money stages, the 


shootin TUM 
gotta 
balanced 
Don + even get me Started 
on ITEMS, 99) 
one missing the 
15 made 


Nou re We 
point, 9чу: Smash 


tovc 20% of 


you only ever 
down for 


Kirby, just because 


you doesnt mean 


There's no wrong way +o play 
beauty of jt. It’s a Fighter. 


It's a muoseym. SMASH CAN BE 


Falco, just because 
you Can put people 
x Fighter. An d 


Jifferently than they 


Y'know, Marie? [Не flew off 


You're right. We're 


C'mon, Falco 
"11 give yov 
lity! 


But where's 
Foy? 


NF MAGAZINE YEAR 2SUBSCRIPTIONS PLEDGE COMIC BYTRUMANAND PETER 


enjoying the other 


Someont 


Smash. 


COMIC BREAK == 


Yov ге telling me you've 
been doing 1v1s on 
Fina | Destination for 
Е years?! Shouldn't 
ou two be helping 


| OW with 


the new Star 


Fox game? 


missing the poin +. You got ta 


enjoy tht whole game! The items, the 


modes, the trophies, the 
| oh gosh, the music! Smash 


15 


ultimate homa q e 


doesn?t mean 
more than 
Smash 


wrong. 


the 


the ame 
80^. ІР s 
lay 5 
Js. it 
That's 


BOTH! 
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СОМІСВКЕАК 


Holiday bonus burning a hole in your pocket? 4 THIS IS g 

қ i dma? JUST BETWEE 

Can't wait to spend that gift money from Gran YOU МЕ! 
Here's how to get the most for your video game dollar! 


Prepare for your but Contain your Carefully inspect 
thrifting trip by excitement until you see vintage hardware for 
making a shopping list... what's actually available. any hidden damage. 


К 


I 


Just because it's ...and just because it's | Take a chance on an 
expensive doesn't mean cheap doesn't mean it's unfamiliar game. You may 
it's valuable... worth buying. end up loving it.* 


Learn to tell the RR For more finds, venture After a long day of 
difference beyond the electronics thrift shopping, have fun 
between bootlegs , section. playing all of your new 
and authentic games! 

cartridges. 


NF MAGAZINE YEAR 2SUBSCRIPTIONS PLEDGE COMIC BY NICK BURGESS - SEE MORE OF NICK'S COMICS IN THRIFTY TIMES ZINE AT THRIFTYZINECOM 
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COLLECTOR'S GUIDE 


Uc M of the way, Disney Infinity. Nintendo s finally entering the "toys-to-life" category 

themselves with Amiibo, an all-new line of physical figurines that will spring into virtual action in a variety of, 

Nintendo titles new and old. Simply place one ofthe iconic characters оп the NEC Reader that’s built into the 

Wii U GamePad, and that mascot willappear, to fight alongside you Іп Súper Smash Bros., unlock a costume 
for your Mii to wear in Mario Каге 8, give you access to new weapons іп! Hyrule Warriors and more. 


Of course, that all depends on which Amiibowyou're using: And |many,who)buy these figures may not even be 
interested in their in-game effects atiall|> they may simply want to collect the characters they represent, 
have never previously been featured іп tangible toy;form before: Well, the Nintendo Force is 
here for all Amiibo aficionados. Іп һе pages that followswe'llitake а closer,look at each figure due (о be 
released by the end of 2014 and the effects they /activate'in different games, then turn our, gaze to the future: 


Skylanders is huge3Disney Infinity too. Gould Amiibojbe Nintendo's next big hit? 


| BY BRETT MARTIN & LUCAS M. THOMAS | 
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Mario 


No. 1 | Nov. 21, 2014 [$12.99 


7 
Kicking off Nintendo's first wave of Amiibo figurines is, of course, the % а 
company's main man, Mario. This first Amiibo should prove to be the ( 
most widely distributed of them all, as in addition to being sold on its 
own, it will also appear packed-in with some Super Smash Bros. for Wii U 
software bundles around the globe. It'll be a good one to grab for the long 
haul, too, as Mario's ubiquity as a character will ensure that this figure has 
ample opportunity for extra functionality in the future - we already know 
that it'll work with Mario Party 10 next year, and likely many more 
beyond that. 


219 - Panier = 


No. 2 | Nov. 21, 2014 [$12.99 


The Mushroom Kingdom’s reigning royal, Princess Peach Toadstool has ( 
been honored by being positioned as the second Amiibo in the brand's 2x 
first series, just behind her No. 1 hero. Peach's figurine should be a match 

for Mario's as far as upcoming functionality goes, as she's appearing in all 

the same titles as he is in the immediate future. But who knows? Maybe 
we'll get that Super Princess Peach sequel we've all been hoping for, and 

Peach will be able to break out a bit beyond just being a companion 

character to her Goomba-bopping boyfriend. 


No. З | Nov. 21, 2014 [$12.99 


At first glance, you'd probably assume Yoshi's debut Amiibo figurine 
would be in the same boat as the first two - starting with Super Smash 
Bros. support and then doing the Party and Kart thing. But Yoshi's 
actually got a major sequel in his own standalone series on the schedule 
for 2015 (Yoshi's Woolly World), which means this Amiibo will also work 
alongside it in some way. A separate, more woolly-looking Yoshi Amiibo 
will certainly ship to stores closer to the release of that game, but 
Nintendo says it's the character that matters, not the art style, so this 
Yoshi will work too. 


A е 
mnmnorcnmir- LI 
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у Kongi 


No. 4 | Nov. 21, 2014 2,99 I. 


He's finally here, and brawling for you! He's the first member of 


the О.К. crew... to get an Amiibo. (Diddy's coming a little later.) 
Donkey Kong enjoyed a position as a playable character in the Mario 
Party series for its first few installments, but beginning with Mario Party 
5 in 2003, he was downgraded to supporting character status. The 
echoes of that event are still felt today, as D.K. is not planned to function 
with next year's Mario Party 10. But perhaps we should look backward, 
instead of forward? Is it possible Nintendo would go back and add Amiibo 
functionality to Donkey Kong Country: Tropical Freeze? 


MARIOKART, 
О 


Link 


No. 5 | Nov. 21, 2014 [$12.99 


The hero of the Legend of Zelda series will surely be a huge seller among 
the first wave of Amiibos. Being one of Nintendo's most popular charac- 
ters, his possibilities are endless and exciting - and the real excitement 

comes from speculation. With a new core series Zelda sequel on the 
horizon in 2015, will this Amiibo interface with it? Could we get a special 
weapon? Special costume? Unlocked level? New music? Nintendo can 
offer so many little tweaks to excite gamers, and it's all off of a one-time 
purchase! And what other games will he make a cameo appearance in? 


Link is a must-have out of Series 1. 


MNARIOKART, 
О 


Мо. 6 | Nov. 21, 2014 [$12.99 


Fox McCloud + A y 
Ж“ 


The star of Star Fox, Fox McCloud has never had an official figure release. 

He came close in 2000 when Toy-Site had the license, but only a proto- 
type was made. Now, all Fox fans can display him on a shelf! But what will 
he bring to other games? His Arwing could lend some air support in plat- 
formers ... the Landmaster could paint the town foxy in Splatoon... and 
maybe the Blue Marine could help out with a Water Temple in Zelda? 
Maybe Fox will even make it to Mario Kart 8 with a special Arwing Kart! 
Most likely, though, is some usage in the new Star Fox title planned for 
2015. Perhaps some special vehicle swaps, or a gun bonus? 


Samus Aran 


No. 7 | Nov. 21, 2014 [$12.99 


If you're looking for the most visually stunning Amiibo to display from the 
series' 2014 releases, look no further than Metroid's leading lady, Samus 
Aran. Her famous Power Suit has been given a special metallic finish on 
its paintwork not seen on any other character this year (though her fellow 
arm cannon-equipped comrade, Mega Man, will be equally shiny on store 
shelves in 2015). Samus also holds the distinction of being the tallest 
among the first run of Amiibos. Her only drawback? Nintendo's still silent 
about any future sequels for the Metroid franchise, so this Samus may 
not have a lot of use beyond looking good on your desk. 


К (e 
MARIOK ART, — 
О 


Wii Fit Trainer 


No. 8 | Nov. 21, 2014 [$12.99 


Nintendo's fitness-focused yoga master, Wii Fit Trainer surprised us all by 
showing up as a Smash fighter - and her selection to be one of the first 
12 Amiibo releases is surprising again, considering the other, stronger 

characters Nintendo could have sent to stores before Christmas. What's 

more, this figure is the first in the series to have no extra functionality 

confirmed beyond Smash - and judging by the fact that she was one of 
the first to have pre-orders sold out on Amazon, it's likely that she's being 
produced in lower numbers than the others. That means you're likely 
looking at the first soon-to-be discontinued Amiibo. Collectors, buy now! 


Villager 


No. 9 | Nov. 21, 2014 [$12.99 


For the moment, the Villager from the Animal Crossing series would 
appear to be in the same situation as the Wii Fit Trainer above - no extra 
functionality has been confirmed for this little Amiibo yet (not even for 
Mario Kart 8, and he's set to become a playable driver there in May's DLC 

release). Nintendo's been pretty vocal in interviews about the Animal 
Crossing franchise being a good fit for Amiibo integration in the future, 
though, so it's a safe bet that this figure would have some role to play in 
that series' inevitable Wii U sequel. (That will be an Amiibo explosion for 
sure. Tom Nook? Isabelle? Dozens of different animal citizens? Yikes!) 
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Pikachu 


No. 10 | Nov. 21, 2014 | $12.99 


Pikachu was essentially the pioneer to this whole Amiibo business with 


his figure from Pokémon Rumble U. Now, he looks more... shapely, and 
he's ready to electrify some games with his presence. But which games? 
Could you imagine an electricity gun that's able to stun opponents in 
Splatoon? Or maybe just plastering his cute face on some Arwings or 
giant robots will do the trick? Nothing's confirmed so far, but Nintendo 
fans should know not to bet against Pokémon - this particular Amiibo will 
surely be well-utilized in the months, and maybe even years, to come by 
future Poké-games. Pikachu's potential makes him worth a purchase. 


Kirb 


No. 11 | Nov. 21, 2014 | $12.99 


The detail involved in Kirby's Amiibo is astounding - the attention to 
every pinkish hue, the glint in his eyes. Even his perfectly happy little 
smile was expertly crafted to bring you this amazing Amiibo! Let's hope 
that Kirby's trademark copying ability will be able to jump into other IPs. 
You could simply scan Kirby in and have an enemy's magic spell in your / 0 
arsenal, or grab а new fancy weapon from your opponent! Within his own - 
franchise, though, the Kirby Amiibo has been announced to interact with 


the upcoming Kirby and the Rainbow Curse, launching in February. We 
just don't know how, yet! 


The last of the first wave of Amiibo figures to go on sale day-and-date 
with the new Super Smash Bros. for Wii U, Marth must have been 
chosen for his iconic status in the competitive Smash community. 
There will be plenty of Fire Emblem franchise fans who'll want to add 
this blue-haired lord to their collection's ranks thanks to his impor- 
tance in that series, though, and there's a chance that this figure could 
see some extra functionality introduced through the upcoming Shin 
Megami Tensei X Fire Emblem for Wii U. (First, though, we need to 
know that that game's not dissolving into vaporware somewhere.) 


Zelda 


No. 13 | Dec. 2014 [$12.99 


One of the most detailed figures revealed so far, Princess Zelda looks 
fabulous in her Smash Bros. pose as an Amiibo. She'll lead the charge as 
the first of the set of six figures of Series 2, set to arrive in stores 
sometime in December. Nintendo could get creative with Zelda here - 
her trademark magic presents nearly limitless possibilities in a variety of 
games. Din's Fire could bring some traction to ice levels. Farore's Wind < 
could create custom checkpoints. Nayru's Love could provide some A 


shielding for characters low on health. For now, though, we know she'll 
unlock three-star or better Hyrule Warriors weapons. 


m, 
VARRIGKS 


Diddy Kong 


Мо. 14 | Dec. 2014 |%12.99 


The second banana of the Donkey Kong Country series, Diddy will be 
following his big buddy D.K. to store shelves after just a few weeks have 
gone by - though there may not be as much demand for this little guy. 

He's another Amiibo whose confirmed use currently begins and ends 
with just Super Smash Bros., and no new DKC sequel is in development 
at the moment. (Or, if there is, lots of folks are going to be getting mad at 

Retro Studios.) No, Diddy's hopes may have to rest on a retrofitting of 
Tropical Freeze to support Amiibos. If it happened, perhaps you'd control 

D.K., and your scanned-in Diddy figure would join you as an A.I. Player 2? 


No. 15 | Dec. 2014 [$12.99 


Luigi has, hands down, the weirdest pose out of all the Amiibos so far. 
He's in his taunt pose from Smash Bros., which poses some stability 
problems and means that his extra reinforcing plastic looks the weirdest 

out of all the characters who've required it. We've seen Luigi pop up just 

about everywhere since "The Year of Luigi" began (and never really 
ended), so hopefully Nintendo will tap this plastic plumber to activate 
even more appearances in future games. We'd love to see a Poltergust in 

Captain Toad: Treasure Tracker, or a Luigi death stare in Star Fox. Maybe 

he could be a special Blooper in Splatoon! 


= е 
млгтоклтл S LI 
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Little Mac 


No. 16 | Dec. 2014 [$12.99 


Little Mac's first action figure was made over 25 years ago - it was 


released in 1989 by Applause, alongside one depicting King Hippo. But, 
since then, he's been largely ignored by the merchandising world. He's 
quite popular in Smash Bros. today, though, and many players will 
probably be purchasing him to use as a sparring partner there - an 
expertly trained Level 50 Little Mac would be a serious beast to defeat in 
a fight. to improve his abilities. Beyond Smash, we'd love to see Kirby take 
on Mac's punching powers in Rainbow Curse, or have Yoshi turn into a 
boxing glove in Woolly World if this Amiibo was scanned in! 


Pit 


Мо. 17 | Dec. 2014 [$12.99 


The savior of Angel Land and star of the Kid Icarus franchise, Pit is an 
energetic young fighter whose popularity has been steadily on the rise 
since his re-introduction to the world in 2008's Super Smash Bros. 
Brawl and 2012's Kid Icarus: Uprising. Though fans have asked time 
and again for Uprising to get a Wii U port, that doesn't seem likely to 
happen - and no new Kid Icarus game seems to be in sight at the moment 
either. Pit will probably rank in as another of the Amiibos to be Smash- 
compatible only, then - though we'd love to be wrong about that. Why 
not add him into Mario Kart 8, Nintendo? His Skyworld would be perfect. 


Captain Falcofi 


No. 18 | Dec. 2014 [$12.99 


This is it! This is the first-ever Captain Falcon figure in any form. His Blue 
Falcon has been released as a tangible toy in the past, but never the 
driver himself. That's a bit odd considering his persistent popularity in the 
Smash Bros. series, but his license has just never been picked up by any 
toy company. Now he can finally shine, but how will he incorporate into 
other titles? His speed factor could add some acceleration to other 
games, or even unlock speed run challenges. Maybe we could even see 
the Falcon Flyer in Star Fox? Since F-Zero has sadly been sidelined lately, 


we hope that the Cap gets some extra exposure. 


COMPATIBILITY 


We've discussed how Amiibo figures work 
with Super Smash Bros. before - you scan a 
character, and it appears in-game as ап А.І.- 
controlled fighter that you can train up as an 
ally (or enemy). Nintendo's also revealed how 
the figures function within two other titles as 
well. In Hyrule Warriors, scanning compatible 
Amiibos will unlock new weapons - Link, for 
example, will gain access to the Spinner from 
Twilight Princess, whereas Zelda can grant a 
random three-star or better weapon once per 
day. (Any other Amiibo will just generate a 
random weapon, item or rupee.) In Mario Kart 
8, scanning one of the 10 compatible figures 
will unlock a Mii character racing suit themed 
to look like that mascot - so if you have a 
Kirby Amiibo, you can give your Mii a Kirby 
costume to race in (though Captain Falcon's 
suit is certainly the best bet here, especially 
when paired with the Blue Falcon kart and 
Mute City racetrack from the game's first DLC 
pack). Beyond that, we know the new Captain 
Toad, Kirby, Yoshi and Mario Party titles will 
also employ Amiibo, but Nintendo's decided 
to keep exactly how a secret for now. 
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PRODUCTION 


On the preceding pages, we've used the 
production model images from Nintendo to 
illustrate what each Amiibo looks like. 
Unfortunately, several of them had to be 
modified from earlier, more ideal prototype 
forms to include some unsightly hunks of sup- 
porting plastic in the final production models. 
Luigi, Captain Falcon, Link . . . pretty much all 
of the ones who've been depicted without 
two feet planted firmly on the ground have 
had to have this structural support introduced 
in order for them to be able to maintain their 
same poses (which Nintendo must have been 
committed to doing, since each one matches 
the mascots' official artwork from the new 
Super Smash Bros.). The Big N will likely learn 
from this mistake and create future character 
poses that won't require the addition of an 
extra eyesore. If it bugs you, stick with buying 
the characters who are standing (or sitting) 
firm - like Mario, Little Mac, Yoshi, Kirby and 
Pikachu - as they're unaffected. 


BEFORE 


РАСКАСІМС 


Here's a look at how these figures will be 
housed, so you know just what to keep your 
eyes open for as you head out to the nearest 
store - the attractive official Super Smash 
Bros. character art adorns each package, while 
the logo for the game indicates that Smash is 
the title these first figures are primarily 
intended for. (It's not hard to imagine how 
these boxes will be updated for future games' 
Amiibo figures, either.) There's a bit of sad 
news to report on this front, too, though - 
unseen in the image below is a tiny square of 
foil that's been tucked inside, directly under 
the figure's base. It renders scanning impos- 
sible through the package - that means 
anyone who was hoping to keep their figures 
mint-in-box and still activate their in-game 
effects is out of luck. (Completionists may 
have just felt their wallets cringe even more, 
as they may need one of each figure to play 
with, and another to keep intact, unopened.) 


THE FUTURE 


Not content to simply present 18 different 
Amiibo figures before the end of 2014, 
Nintendo's already pulled back the curtain on 
11 more that will be coming to stores in 
February next year - and with their arrival will 
come a few changes in how distribution is 
handled, as retailer exclusives will begin to be 
a part of the Amiibo collecting experience. 
The star of Xenoblade Chronicles, Shulk, will 
be exclusively sold at GameStop locations. 
(Xenoblade Chronicles itself was a GameStop 
exclusive a few years ago, so perhaps that has 
something to do with this decision?) Meta 
Knight will only be found at Best Buy, and 
acquiring Lucario will require a trip to Toys 5 
Us. Other Amiibo figures may also be more 
difficult to track down in the future too, but 
many will be worth the extra legwork. 
Nintendo hasn't gone so far as to confirm the 
complete list of compatible games for any 
Amiibos beyond those releasing in 2014, but 
it's not hard to guess. Sheik will likely activate 
Hyrule Warriors weapons like Zelda. Toon 
Link will probably trigger the Link costume in 
Mario Kart 8. Bowser will have some power in 
Mario Party 10 - since that game is themed 
on Bowser's interference in Mario's parties 
specifically - and Mega Man, well . . . Mega 
Man doesn't have any new games on the 
horizon, but Capcom may have to think twice 
about that when his Amiibo sells millions! 


GRATITUDE GIVEAWAY! 


So, how would you like to\win\a\free Amiibo fisure?/Itiisnit|hard to do - all we ask is 
that you take partiin)l|he Gratitude Project! Hlereislhow it'll work: 


STEP ONE STEP TWO 
Send a total of 10 tweets to different 


letus know you\ve completed your 
game developers, thanking them for, 


10}tweets byjsending us an email at 

their hard work on the games you love. gratitudeproject(Mnfmagazine.com. 

Include FGratitudeProject оп еасһ опе Inclüdefallinkito)your Twitter profile. 
STEP THREE 


Win! (Maybe.) We'll|hold'a drawing out of'allof.thosewho;complete;the project, and five 
winners will be contacted Жо сігіт а free Amiibo of their, choice’ Ifiyou’re not sure how to 
get started, flip backito Pages‘40Jand|41\to)see\the developers) Twitter accounts we 
tweeted |tojourselves: And good luck! 


54 ISSUE #12: THE GRATITUDE PROJECT 


SUPER SMASH BROS. 
N64, 1999 


With a simple snap of his fingers, the mysterious Master Hand brought Super 
Smash Bros. to life. The opening moments of the series’ first game on the 
Nintendo 64 explained what was happening - the hand was the representative 
of a player, perhaps a child, who one day decided to take rag doll versions of 
Mario, Pikachu and the rest of the crew out of his or her toy chest and make- 
believe that their bedroom's desk surface was a fighting arena where the charac- 
ters were facing off against one another. (Much better than doing homework 
there, you know.) A rapid-fire sequence of shots then showed all of Nintendo's 
most iconic heroes (as of 1999) in action, and that was a mind-blowing thing to 
see. We take Smash for granted today, but the first time they all came together, 
it really was a moment as magical as a child's imagination. 


CHARACTER PROFILE 


The clean white glove who always fights dirty, Master Hand 
has reigned as the imposing final boss of the Super Smash 


Bros. series since its inception over 15 years ago. Let's give 


him a hand, shall we? It's time to applaud his career thus far. A " ЕШ AAA m 


Master Hand's pure imagination brings a He clenches his fist in anger and makes a He makes another comeback, this time қ A 
cast of Nintendo character dolls to life, triumphant comeback, serving as the asserting his might and forcing a team of In his most recent appearance, his years 
kicking off the Smash series... ultimate boss for a second time... Nintendo's villains to do his bidding... of service as an endgame punching bag 


are rewarded, as he's given his own game 
mode to lord over: Master Orders. 


v 


б 
09223003 
... but the toys rebel and rise up against ... but he has to share the spotlight with ... but he's really just a puppet, being 
him, fighting and defeating him in an epic his new, weirdo "brother," Crazy Hand. controlled behind the scenes by the true 
battle at the Final Destination. mastermind of Subspace, Tabuu. 


As the boss of the original Super Smash Bros. 
game for the Nintendo 64, Master Hand was a 


visually imposing opponent — but not an alto- Though the Super Smash Bros. series has been the host of five of Prepare yourself for an all-new kind of pain if you choose to face off against 
gether challenging one. He became much Master Hand's six in-game appearances to this point, his popular- Master Hand again in the new 3DS or Wii U Smash sequels, as he'll now trans- 
harder to handle in the sequel, though, as his ity there helped to land him one sweet cameo gig 10 years ago. In form into a wicked swarm of black, swirling embodiments of malicious magic 
health would increase in response to you Kirby & The Amazing Mirror, as in several of Kirby's adventures, and take on wildly different forms — everything from a snarling, jaw-snapping 
picking to play on higher difficulty settings. you'll occasionally come across mini-boss rooms and be forced to beast to a full-bodied titan. Defeating these foes exposes the "Master Core," a 
His counterpart, Crazy Hand, would also join face off against a singular, super-sized foe. Master Hand serves as Smash Ball-like orb that seemingly contains Master Hand's true essence. In 
the battle if you made it to the end of Classic one of these enemies, and grants the rare "Smash" Copy Ability if the Wii U version exclusively, though, things can get even more out of hand — 
Mode fast enough, and without using any con- Kirby defeats and then eats him. Later in the game he appears on the highest difficulty, he'll transform into the gargantuan Master Fortress, 
tinues. Together, they were truly tough. again, joined by Crazy Hand to serve as the boss of World 9. a maze of twisted corridors you'll have to venture inside of to defeat him. 


NINTENDO: 


“Mwuahahaha!!” 


E 
>” IS THAT YOU, GLOVER? 
OK, so there's nothing more than a cosmetic 
connection here, but it is a bit funny that 
Master Hand's first appearance came in 
April of 1999, and just a few months 
earlier, in October 1998, the N64 had 
seen the release of an entire adventure 
starring a hopping, bopping, platform- 
ing glove named Glover. It was a 
great game that, sadly, never got a 
sequel - perhaps because (gasp!), 
. its hero grew another finger and 
He's an enormous, floating started terrorizing Mario and 
hand in a glove. Not much his friends? 


else to point out here. 


RW 


HOW TO PLAY AS MASTER HAND 


Мо, it's not a joke - you actually can play as Master Hand (it just takes some 
quick reflexes and patience to achieve). First discovered in late 2008 - eight 
years after the game's release - there's a sequence of button inputs you can 
use to trick Super Smash Bros. Melee into letting you take command of the 
Hand. First, plug a controller into Slot 3. Using that controller, place the cursor 
over Player 3's name field on the character select screen. Press and hold A and 


B together to come to name selection. Keep holding B, but let go of A and then 
press it again with precise timing (it'll take practice). If you do it right, the game 
will want to go back to the menu (because you're holding B), but it will also 
want to go to name entry (because you pressed A). Confused, the game will 
instead jump to the stage select screen. Pick any stage you like and Player 3 
will be controlling Master Hand! His moves are all mapped to the D-Pad and the 
game may freeze on you, but it's a fun glitch to try out. Give it a shot! 


MASTER HAND ARTWORK BY MARK KELLY 


WARP ZONE 


NINTENDO POWER'S FINAL issue of 1989 
started off with a bang, featuring the most electri- 
fying Tetris cover you could ever imagine. Naturally, 
this was to promote the six-page feature inside, 
showing prospective Tetris Power Players how to 
achieve the best scores in the game. But can you 
imagine a Tetris game getting six pages of coverage 
today? And they didn't even have 90 percent of the 
modes then that we do now! 

NP went to the movies with the NES versions of 
Willow (whose map covered one side of the fold-out 
poster) and RoboCop, took on sports both athletic 
and motor with Super Off Road and NES Play Action 
Football and also gave a loving look at the more 
challenging sequel to Rare's Wizards & Warriors, 
Ironsword (with original art depicted on the other 
side of the poster). Holiday Features spotlighted 
new releases Godzilla, The Three Stooges and 
Stealth Eagle, plus Junior versions of Wheel of 
Fortune and Jeopardy, while Previews looked at 
Shadowgate, Silent Service, A Boy and His Blob, 
720% and The Guardian Legend. 

In addition, the end of the year was marked with 
a feature focusing on the endings of games. Ten 
games, to be precise, including Kid Icarus and 
Metroid — with not a single spoiler warning in sight. 

Another Game Boy feature covered how to 
conquer the first world of Super Mario Land, and 
other titles shown included Revenge of the 'Gator, 
Castlevania: The Adventure and Square's SaGa, 


VIDEO ARMAGEDDON 


For NES fans, it could be argued that there was no bigger 
news than the coming of Super Mario Bros. 3. But before 
Nintendo officially revealed it in Pak Watch, the NES Journal 
took a look at the movie that would have every young Power 
Player champing at the bit for a ticket on December 14. The 
Wizard was almost like a cultural event for Nintendo fans, 
following Fred Savage (who was interviewed here) and his 
co-stars on a trip to California. On the way, he'd discover his 
little brother was a game prodigy, leading them to Universal 
Studios and the Video Armageddon tournament. Many 
familiar games were featured, but at the movie's climax, a 
ginormous mechanical display opened up, revealing Super 
Mario Bros. 3 to the world. And as a bonus, theatergoers got 
a free Nintendo "Pocket Power" magazine! 


which was later renamed The Final Fantasy Legend. 

Life was always like a hurricane for Howard and 
Nester, but never more so than when they went to 
the moon in DuckTales. Interestingly enough, it 
would seem Nintendo Power couldn't use the char- 
acters and names as they did with the Teenage 
Mutant Ninja Turtles, as the sole mention of the 
title referred only to "Duck Tale," and none of the 
characters bore any resemblance to their television 
counterparts. They did refer to "Roboduck," though 
the cartoon's change to "Gizmoduck" might have 
been enough to allow that to fly under the radar. 

Counselor's Corner covered Mega Man 2, Strider 
and TMNT (among others), but the most interesting 
part was the general "Role Playing Games" question 
discussing how to beat the strongest enemies. 
Speaking of Mega Man 2, it topped a stack of 
sequels as king of the Top 30, with Super Mario 
Bros. 2 and Zelda II: The Adventure of Link following 
close behind. Video Shorts peeked at a few titles, 
the most memorable of which was LJN's oft-scorned 
Back to the Future game. 

In NES Journal, Capcom endeared themselves to 
hospitalized children with a $50,000 "Capcom 
Children's Corner" donation to hospitals and pediat- 
ric wards in California. Meanwhile, a little some- 
thing called the "Nintendo World Championships" 
was announced, but the most exciting part of the 
issue came in the reveal of a certain movie and NES 
game pairing...- DAVID 


Take direct control over your games with the new 
Power Glave. This high-tech Controller from Mattel 
fits on your right hand ar 

‘ent sizes. You can program it 

variety of NES games. 


ISSUE 49: NOVEMBER/DECEMBER 1989 
E -— 


NovemberDecember 1909 5350 Canada 5400 


Get “Tetrisized” 
Don't Miss! ұз 
е RoboCop 2 

е Willow 


. pers , 


Bonus! 4 
Dragon Warridii 
$ um Strategy 


Now, not 


Throw both hands into the action with U-Force 
from Broderbund. Sensors detect both the 
speed and position of objects that are within tho. 
U-Force field. It can be set-up several ways with 
accessories to adjust for different game play 
functions. It includes a T-Bar with Firing Handles. 
and a Power Bar, which increases the sensory 
field, 
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A GLIMPSE INTO THE FUTURE? 


Before the Wii Remote gave us motion controls as a standard input method, there was the Power Glove and U-Force, 
which together claimed three pages of coverage in this NP issue. Contrary to popular belief, the Power Glove did not 
come from Nintendo — rather, it was the product of Mattel (maker of such toys as Barbie and He-Man, as well as the 
Intellivision line of video game consoles). As the name implies, it took the form of a glove worn оп the right hand, and 
NES games could be controlled through either motion and a sensor, or the D-Pad and buttons featured on the forearm. 
Despite the proficiency with which antagonist Lucas would go on to use the Power Glove in The Wizard (while coining the 


catchphrase "I love the Power Glove... 


it's so bad"), most players found it unreliable at best and difficult to use properly 


at worst. Nintendo Power itself acknowledged this, stating, "it is complicated to learn how to operate, but the lengthy 

instruction manual does explain all of the programs in detail." On the other side of the coin, U-Force came to us from 
Bróderbund Software and took a different approach to more interactive controls. The laptop-shaped device featured ten 
sensors which detected "both the speed and position of objects within the U-Force field." Though advertisements boasted 

no need to touch anything, it nonetheless came with attachments for players who needed to hold something tangible. 
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DEVELOPER: HALLABORATORY 


PLAYING IT 
TODA 


Super Smash Bros. is a little 
newer than most of the old games 
commonly seen in "It's New to 
Me," so there's a good chance that 
may already have a copy in your 
possession, along with a set of 
four controllers and an N64 
console to use to go back and re- 
experience it for yourself. If not, 
those items wouldn't be too hard 
to buy secondhand - at 15 years 
old, the game can certifiably be 
called retro, but it's not yet at an 
age that tracking it down would 
be too terrible a chore. But if 
you're interested in going back to 
play it and want to do so on a 
more modern piece of hardware, 
it's still on sale as a Virtual 
Console title through the Wii 
Shop. You can access that with 
your Wii, or your Wii U booted into 
Wii Mode. It's yours for 10 bucks! 
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THE ORIGINS 
OF SMASH 


As is the case with many of 
Nintendo’s most popular titles, the 
final version of Super Smash Bros. 

released to the public looks 

almost nothing like its original 
form from its first days in devel- 
opment at HAL Laboratory - its 
name is even entirely different. 
What became the first Smash was 
first a project called "Dragon King: 
The Fighting Game," which starred 
generic, humanoid characters 
instead of the Nintendo mascots 
we all know and love. Mario, Link 
and the rest of the gang were 
added to bring some personality 
to the pummeling, and the rest is 
history. But what if the game had 
continued through development 
and been released with its original 
vision? Smash might never have 
happened, and we might have all 
been playing "Dragon King for 


NINTENDO: 


SUPER SMASH BROS. It’s an all-star collection of 
Nintendo heroes coming together to decide one thing: Who 
is the best? | can recall this being a matter of debate for 
most of my life. My best friend is partial to Link (and more 
recently Donkey Kong), where popular contention has 
normally put Kirby forward. | myself will stoutly stand by 
Samus! 

If you just got mad - wanting to argue in favor of your 
own favorite from the Original 12 — then you know you've 
spent an unreasonable amount of time playing Super 
Smash Bros. (But it's okay, I'd wager the members of the 
Nintendo Force probably have you beat on sheer number 
of hours spent Smashing.) But that's the great thing about 
Super Smash Bros.: It's not only a test of finger dexterity, 
but of your skills at debate (as you argue over when each 
match had its pivotal moment, or whether your victory via 
Home-Run Bat was "cheap!") 

Normally "It's New To Me!" focuses on games that are 
new to me — go figure — but this original Super Smash 
Bros. installment from the Nintendo 64 is a game I’ve 
actually played several times over the years. Though I was 
just a toddler in April 1999 when it first went on sale, the 
impact of Smash made it endure and become a common 
fixture of birthday parties, sleepovers and other events 
where friends would gather as І was growing up. So rather 
than present a perspective on this game as someone 
seeing it for the first time, I'll instead dissect this old 
design and compare it to its newer sequels. 

Classic Super Smash Bros. featured the protagonists of 
Nintendo's most popular games of the "905 battling on 
floating platforms styled to look like their respective game 
worlds, all while wielding an array of items also made 
famous through their different franchies. After all, who 
doesn't want to send a Mario series Red Shell careening 
after Captain Falcon while in Brinstar playing as Pikachu? 
The single-player had a linear progression - literally 
tracking your progress on a line — as you defeated each 
opponent in your path. This first single-player experience 
for the series set precedents such as Giant Donkey Kong, 
Metal Mario and Break the Targets that future Smash 
games would revisit and expand. 

While the single-player mode has seen several changes 
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T’S,NEW ТО МЕ! 


Teenaged Teagan takes on a game that, this time, isn't entirely fresh to 


his young eyes. After all, who could have missed playing Smash Bros.? 


throughout the series, the spirit of even the newest 
"Classic" modes remains the same: to defeat each foe and 
eventually prove your skill against the malevolent Master 
Hand. 

Multiplayer always has and will always be the staple of 
Super Smash Bros., of course. After all, it's where you get 
together with your buddies and release your frustrations 
while finding out who the best is! The heart of Smash's 
multiplayer remains the same in all of the games, as four 
(or eight now, on Wii U) players pick their favorite charac- 
ters and then do their best to punch each others' lights 
out. 

The biggest change between games always seems to be 
in each one's sense of speed. While the classic can feel 
sluggish to someone more accustomed to newer sequels, 
Nintendo seemed to feel like they overcompensated in 
20015 Melee by making it too fast — as they then toned the 
speed back down for 2008's Brawl. That decision, of 
course, led to a lot of criticism from fans who preferred 
Melee's take instead, which, in turn, has encouraged some 
diehards to go as far as modifying Brawl to play more like 
Melee used to. (See Page 78.) 

Seen on their surfaces, Super Smash Bros. and its 
sequels are all essentially the same game - just with 
updated graphics and an ever-growing roster of charac- 
ters. But as any serious Smash fan will tell you, the games 
are really nothing alike. 

Why is it such a sensitive subject? For the very same 
reason Smash Bros. is always guaranteed to start argu- 
ments among friends! Nintendo fans are passionate about 
their gaming, and about proving their passion, and about 
proving that their chosen character is far and away the 
very best of the bunch. And that deep, invested involve- 
ment is precisely the reason that fans will never stop 
playing the Super Smash Bros. games - even if Nintendo 
never made another one again. - TEAGAN 
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THE ORIGINAL 12 


If you've debated the choices made for the roster of the new Smash 
sequels, consider fans' reactions to the dozen who were picked for 
the series' debut. Pikachu was barely known at the time, as the first 
Pokémon games had just launched in America seven months earlier. 
Jigglypuff made the cut because she was popular in the Pokémon 
cartoon in Japan at the time. And both Fox and Captain Falcon had 


Wii U" today. 


never even been out of their vehicles before! What a wacky lineup! 


THE NINTENDO FORCE 
2014 GAME OF THE YEAR AWARDS: 
NOMINATIONS NOW OPEN! 


As another calendar year is coming to a close, it's time once again to look back across the last 12 months and 
select the best of the best. This year, we're promoting our rewards presentation to our January/February issue, 
which means we need nominations from you, the readers, before the end of December. If you want to take 
part in the process, keep your eyes locked on our social media pages for each different category's call for 
nominees! We'll assemble the options from your suggestions, follow up with voting rounds and then present 
the winners in our next issue. Which games will walk away with the Nintendo Force's new Golden Mushroom? 


СОМІСВКЕАК 


7 Welcome to Smash World! 10 of your favorite 
Nintendo characters (circa 1993) duke it out to 
discover who is the biggest video game star! 


| Battle for supremacy in over 4 incredible battle 
arenas from your very favorite Nintendo games! 


Gather familiar items, such as the Koopa Shell : 
and Kirby's Maxim Tomato to ensure victory! 1 25 A 


Link-up with a friend for huge 2-Player duels! 


ШІ 25 


| i NOW YOU'RE PLAYING WITH SMASH POWER! 


A 
ет 


NOVEMBER/DECEMBER 2014 61 


МТЕКЛЕУ n 


BRJÁNN SIGURGEIRSSON 


ON 


2 ISSUE #12 : THE GRATITUDE PROJECT 


NF: What were some of the games 
that inspired you to become a devel- 
oper? 

Please 
keep in mind that I'm probably older 
than the city in which you live. | grew 
up feeding coins into arcade machines 
in grotty, cramped video arcades 
around the end of the 70s - or, at 
least, as grotty as they come in the 
picturesque Gothenburg northern 
archipelago. Couldn't feed that many 
coins per session, since kids at the age 
of 12 didn't net amazing allowances at 
the time. Back then it was Space 
Invaders, Dig Dug, Asteroids, Rally-X, 
Defender, International Karate and 
what have you. They were really fan- 
tastic, but at the same time so great 
that | never thought I'd be making 
games like those. In fact, they felt 
unattainable — like they couldn't have 
been made by simple humans. | wasn't 
really interested in the developers 
themselves, and finding out about 
them would have been near-impossi- 
ble for a 12-year-old kid from Hönö. 

You could say that the graphics 
were quite simple at the time, but the 
feeling was magic. A challenge and 
ritual, preceded by a prayer that this 
particular coin would last longer than 
the one before, and a wonderful sen- 
sation of achievement when it did. 
Quite unlike most gaming today where 
you simply press the replay button 
when you die, although | guess you 
could draw parallels to present-day 
masters of fighting games. I felt alive 
and stood in awe when someone 
showed their skill at the arcades. 

Then I got lucky - in the fall of 
1980 my school got to borrow an 
ABC80 computer and an instructor, 
and we were encouraged to try devel- 
oping for it. That was development in 
the real meaning of the word: The 
thing didn't even have an OS and 
couldn't do anything at all, except for 
the stuff we made for it. | was still 


12, and І made some very simple 
games for it. It wasn't that hard once 
you got the hang of iteration and con- 
ditional statements. But that was the 
first real inspiration, realizing that I 
could make games - and that if | had 
time, I could scale those games. 

І have quite a few siblings and 
could never persuade my parents to 
buy me a computer, so | didn't 
program very much at home. My best 
friend was an only child, and he got a 
Commodore VIC-20 for Christmas '81. I 
was extremely jealous, but soon 
noticed that he wasn't that into it, and 
so | hogged it every time | went over 
to visit. 


What other jobs have you had in the 
industry, and how did they help you 
to prepare for becoming CEO of your 
own company? 
| actually worked as a graphic artist 
and programmer in Tokyo during the 
first half of the '905. | dropped out of 
the University of Gothenburg and 
moved to Tokyo when | was 20, 
happily oblivious of any preconceived 
obligations. | reckoned | was going to 
stay about six months and then travel 
around Asia, but Tokyo hooked me 
and | ended up staying six years. Much 
of it was thanks to the multimedia 
boom іп ’91, when Apple released 
System 7 and you could connect a 
CD-ROM drive to your computer. The 
translation agency where | was 
working at the time had a very 
dynamic CEO, who - the day after 
watching an Apple guy present these 
in our office - proclaimed that, "We've 
been a translation agency up until yes- 
terday. From today we're a multimedia 
company." I had mentioned that I'd 
programmed in school, so І became 
the lead programmer. Yup, the times 
were different back then. 

Then my girlfriend (whom I met in 
Tokyo, but who'd grown up a scant 40 
kilometers from Hönö) and | moved to 
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Tactical Trail Defense! 
Draw trails to move your ants. 


San Francisco in 1995, brought a few 
Japanese clients with us and had a 
fantastic two years. We studied at SF 
City College and took a minimum of 
hours to support our student visas, 
then spent a lot of time making multi- 
media presentations and small games 
for our clients. It was a great but often 
nerve-wracking life, since our liveli- 
hood depended on our ability to 
deliver content. We'd get feedback via 
email in the night, work during the 
day and then upload new versions in 
the evenings. Since multimedia stuff 
often gets big, we'd lie prostrate on 
the floor praying to the Modem Gods 
that the connection would stay alive 
on our 28.8 kbps connection until all 
packages were sent. Otherwise - 
restart the entire job. 


What was it like to set forth with 
your own company back in 1997, a 
time before an "indie scene," or 
smartphones, or even high-speed 
Internet? 

Well, "real" game development was 
still pretty far off. From time to time 
I'd ask friends back home in Sweden 
whether multimedia had caught on 
yet, and nope, it hadn't. But finally it 
did, and so we moved home. 

| remember applying for five differ- 
ent positions at five different ad 
agencies - the Swedish multimedia 
providers - and landed them all within 
two days. That sounded fishy, too 
good to be a coincidence, so I 
reckoned we were hot stuff and should 
set up our own company and make a 
living that way. Those ad agencies all 
looked very flashy, and | thought we'd 
be there in no time. 

We continued making presentations 
and game-ish things, then the web 
exploded and we turned into a website 
agency. Just as HTML was stabilizing, 
Flash came along and blurred the 
lines. Suddenly, simple gaming could 
be distributed to the masses. Very 


exciting times. Internet was very 
expensive and super slow, so you had 
to be inventive and make compact 
stuff. 

Then, in 2001, a publisher called 
and asked if we could save a drowning 
game project. It was a kids game pro- 
grammed in Director, and we saved it. 
And it was tremendous fun. We talked 
them into making another one the 
next year, and there it was: "Josephine 
and the Dinosaurs," our first game 
title from scratch. Yes, it was a kids 
game. And yes, it wasn't very high 
tech. But it was ours, and | wasn't 
going back. 


Were there ever times when you 
weren't sure Image & Form would 
make it? 

Yes, there have been a few real 
scares. The first one was just after 
9/11 in 2001. We were more or less 
only doing web stuff, and we were 
only doing big things for a small 
number of big clients. But after 9/11, 
we got emails from all of them saying 
that "due to the security situation, 
we'll have to ice all consultant 
projects." We went from total business 
to nothing in a matter of days. 

We thought we'd weather it out, 
but nothing new was coming in. There 
were six or seven of us at the time, 
and my (by then) wife and | had to let 
everyone go. Very sad... and by the 
time we'd paid everyone their last 
salary, we had the equivalent of $300 
left of our $15,000 credit at the bank. 
We were $14,700 in the hole, $300 
from filing for bankruptcy, and had 
nothing going for us. 

Then | got lucky and landed a con- 
sultant gig, documenting computer 
systems for a pharmaceutical 
company. It was probably the most 
boring job I've had in my life, but it 
saved us. In some months we were 
back to getting paid for going to work. 
| promised myself never to employ 
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people again - watching them go had 
been almost physically painful. But 
then came the kids games, and | could 
hire again. 

We had a few fat years, 2008-2009, 
when the crisis was putting very many 
others out of business. A very aggres- 
sive publisher wanted to kill the com- 
petition in the Nordic edutainment 
segment, and we were making kids 
games like there was no tomorrow. 
Image & Form had to shrink from nine 
to four people, and | was fretting over 
budgets, costs and survival again. But 
me aside, the people remaining were 
exceptional. We made Anthill in 2011, 
the game that put Image & Form on 
the map. Out in the corner of the map 
somewhere - the equivalent of 
Vanuatu or similar — but on the map. 
Earlier it had been work for hire in the 
shadows. Now we knew that we could 
be successful on our own. 

And finally, just around the time we 
completed Dig we were so far in the 
hole I honestly wasn't sure whether 
we'd be able to crawl back up. Luckily, 
Dig was a hit, and we could pay back 
he money we owed. Interestingly, I 
decided to expand the studio heavily 
so that we could finish SteamWorld 
Heist faster than otherwise. So the 
money has flown back, and that hole 
really wants to open up again. But this 
ime there's no hole, and I'm glad to 
say I'm reinvesting in I&F rather than 
aking dividends. In that respect I feel 
ike I've come a long way since 2001; 
"т not really afraid of anything 
anymore. 

Well, except for long, carpeted 
hotel corridors, of course. Who isn't? 


What were your expectations going 
into putting SteamWorld Dig on the 
3DS eShop? 

We honestly didn't know what to 
expect. We thought we'd break even at 
around 100K copies, and in our inno- 
cence we thought that would be 
totally doable within the first six 
months. It didn't seem far-fetched — 
we knew there were some 45 million 
3DS units out there, and surely at least 
0.3396 of those would like a fresh new 
digging game? 

It wasn't until the game was 
finished in June 2013 and we all went 
on vacation for a month that I realized 
that we somehow had to market the 
game - or rather, І had to market it. 
That was my job. It was due out in the 
first week of August, and we had only 
put out one measly press release in 
March. We didn't even have a trailer 
ready yet. Nobody knew this game was 
coming, and it was all my fault. I 
couldn't relax one bit during all of July. 


We applied some semi-cheesy 
guerrilla PR tactics, and then we got 
incredibly lucky. І covered it in a 
speech at GDC earlier this year, which 
is actually worth watching - if you like 
looking at a guy who laughs at his own 
small jokes. 


What do you think it is about 
SteamWorld Dig that made it such a 
great fit for the 3DS audience? 

Well, the 3DS lives up to its promise 
and does what it's supposed to do: It's 
a great machine for playing on the go. 
You could argue about the less-than- 
stellar CPU and graphics, but in the 
end it rests perfectly in a pair of 
sweaty hands. 

SteamWorld Dig is very immersive 
and the 3DS is really perfect for 
immersive games. My favorite is 
pulling the bed cover over my head, 
then plugging in a pair of good head- 
phones - and away goes the night. 


Why do you think it is that so many 
smaller developers overlook the 3DS 
eShop as viable outlet? 
There are a number of reasons. It's the 
odd platform out in a number of ways: 
two screens, relatively low-powered, 
and a 3D effect that should be put to 
good use somehow. Also it doesn't 
support Unity, which rules it out for 
many devs. And finally, Nintendo has a 
reputation of being hard to work with, 
alot of red tape and forms to fill out, 
and so on. | hope I can help correct 
that - they're at least as fantastic as 
the other platform owners. They're 
very helpful and quick to reply to our 
confused emails. 
1 also think that many developers 
don't see the potential. For us it's 
good, as it means that the ocean stays 
blue on the 3DS. The player commu- 
nity is very alive, knowledgeable - and 
friendly! There's a refreshing lack of 
hate. 


What inspired you to create the new 
SteamWorld game, Heist? 

After we'd completed and launched 
Dig, we set about making the prequel 
to it alongside an iOS game we'd been 
wanting to make; we had enough 
people to develop two titles in 
parallel. Or so we thought. In October 
2013, two months into this tandem 
development, we were cleared by 
Valve to release Dig on Steam. It was a 
fabulous feeling, especially since they 
had spurned Anthill two years earlier 
with the most water-tight rejection 
email 174 ever seen. But it meant that 
we had to break off one of the two 
projects, since porting from 3DS to 
PC/Mac/Linux entailed quite a bit of 


work: going from two screens to one, 
exporting and re-animating HD 
graphics and so on. 

We decided to "ice" the prequel. It 
was a lovely little game, but the 
problem with it was just that — if 
anything it felt that it would be a 
smaller effort than Dig. We didn't feel 
comfortable following up with a 
smaller game, especially as that was 
the only real gripe reviewers and 
gamers had with Dig: It was on the 
short side. (A couple of months later 
we realized that the iOS game wasn't 
going anywhere - it just wasn't fun 
enough. So we iced that as well.) But 
while porting Dig to Steam, one day 
the idea of a space game came up 
during a lunch discussion. 

Appropriately | was out traveling, 
so the rest of the guys had some time 
to flesh out the ideas. Our lead 
designer Olle Hakansson presented it 
to me when | got back, and it sounded 
marvelous. | had two conditions for it: 
We would absolutely have it out by 
December 2014, and it would be in the 
SteamWorld universe. One out of two 
isn’t that bad. 

It was a bit odd considering that 
we'd shelved the prequel a short while 
earlier, and now we were setting out 
to make not the sequel, but the sequel 
to the sequel. "It'll be great," | 
thought. "We're going to be perceived 
as very extravagant, and that's cool. 
George Lucas did exactly the same 
wrong-order thing with Star Wars. 
That means I'm at least as cool as 
George Lucas, and that bushy hairdo 
aside, he's very cool." 


What can you tell us about how the 
game will play? Will it share anything 
in common with past SteamWorld 
games other than existing in the 
same universe? 

Just as Dig has its roots, Heist is 
inspired by many different games. 
Most of us are board game fanatics, 
and we really enjoy playing turn-based 


stuff. So here was the prospect of 
making our own turn-based combat 
game, featuring steam-driven robots 
in space... how could you not be sold 
on that? 

Other than the robot lore and 
SteamWorld universe - including flirts 
with Dig and what's passed before - 
the two games couldn't possibly be 
further from each other in terms of 
gameplay. But that was a very early 
idea with SteamWorld: to use the 
same universe to accommodate a 
series of wildly different games. This 
way we can make the kind of game we 
want to at any given time. It's a relief, 
not the least in terms of marketing. 
We can expand on what people 
already know and trust. 


Do you think the SteamWorld games 
will keep expanding forever, Mario- 
style, or do you plan to eventually 
close the series and focus on a new 
world? 

| can't say for sure, but perhaps not. 
We have a series of SteamWorld 
games that we want to make, and 
then we may explore something else. 
But ideas constantly pop up, and the 
range of plausible SteamWorld games 
has expanded. Image & Form is a 
creative and fertile place. 


If Nintendo gave you control over 
any one of their franchises, which 
one would you pick and what would 
you do with it? 

Great, finally a very simple question! 
The answer is, of course, Metroid. 
We'd delay — or even drop — every- 
thing else in an instant. We would 
make a killer 2D Metroid game. The 
game to rule them all. And we'd make 
an unprecedented royalty deal. 


Finally, if you could have any super 
power, what would it be? 

Г actually do have a super power. | am 
Charismo, the Immensely Likeable 
Guy Whom You Cannot Resist to Hug. 
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CLASSIC MODE 


The highlight of Super Smash Bros. for Nintendo 3DS is its 
exclusive take on Classic Mode, which takes your chosen 
fighter on a journey of choice. Diverging pathways appear 
before you in advance of each new level, giving you clues as 
to who'll you face on the road ahead and how tough a battler 
they'll be (from the series icon and color of the path). It's an 
excellent enhancement over the old, wholly linear single- 
player mode from the original Smash on Nintendo 64. 


SMASH RUN 


In the 3DS-exclusive Smash Run mode, your selected fighter is 
flung into the middle of a massive maze. Inside lurk dozens of 
iconic enemies from several different Nintendo franchises, 
like Ice Climber's ground-shaking Polar Bear. The foes are the 
draw here, as the design itself is frustrating in its random- 
ness. You explore the maze to gather stat boosts for your 
fighter, but then after five minutes you're flung into a match 
where the stats you've just boosted may not matter at all. 


In a truly discouraging blow to several fans' hopes for the 
final roster of fighters, the very existence of the 3DS version 
of Smash eliminated the potential for at least one fan favorite 
— the Ice Climbers. (Сап you tell | like Ice Climber?) Тһе 
handheld couldn't handle their А.І. complexity, so they got cut 
from both this and the Wii U version, for parity's sake. The 
rest of the roster is spectacular, though - Mega Man, Pac-Man 
and the Duck Hunt Dog? That warms my old-school heart. 


STREETSMASH 


The 3DS version's potential for longevity may just rest in its 
StreetPass functionality, as it'll be much easier to pack along 
your portable Smash and 3DS to places like community 
events and gaming conventions. If you manage to StreetPass 
a lot of other people who've also been playing Smash on the 
go, you'll be able to enjoy the spinning, crashing minigame 
madness of StreetSmash. It's like a normal match, just with 
lots more fighters and all they can do is bump each other! 


mashing Alone... 


SUPER SMASH BROS., to this point, has 
always been a series defined by its local multi- 
player. Sure, Brawl tried to do the online thing 
(and failed, for the most part), but even if it 
that had worked as intended, the true spirit of 
Smash would have still been found in the col- 
ective experience of a group of friends all 
gathered around one TV screen, laughing and 
yelling and maybe even punching each other 
playfully in the shoulder when someone 
scored a cheap K.O. 

So how is Smash supposed to work on a 
portable, when there's only one tiny screen 
and only one person can see it at a time? 

Again, sure, multiplayer is a part of Super 
Smash Bros. on Nintendo 3DS - you can link 
up with your friends through local wireless 
and still be in the same room together, | 
suppose. But how likely is that to happen? 
Beyond the limited window of weeks that 
separated the release of this 3DS version and 
its Wii U big brother, there's not really any 
reason to convene a group specifically for 3DS 
Smash. There's online multiplayer too, but in a 
world where Super Smash Bros. for Wii U also 
exists, that mode's been made functionally 
obsolete after just a month and a half. 

So where does that leave this game, 
exactly? Well, | think it makes it the game you 
go to when you want to Smash alone. 

Think about it – its very nature is insular. 
Just you, huddled over a single, small screen, 
running the gauntlet of Classic Mode again 
and again with each different fighter. That was 
my experience with the game, as I’m sure it 
was many of yours as well — it offered a great 
way to get to try out all of the newcomers and 
their wildly unique playstyles, as | attempted 
to beat down Master Hand over and over in as 
many different ways as possible. All-Star Mode 
felt tedious after only a few times through, as 
the order of enemies was always the same — 
but Classic, with its always different branching 
pathways kept my attention locked. 
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The 3DS-exclusive Smash Run also com- 
manded some of my play time, but it too felt 
repetitive beyond half a dozen runs or so — 
and worse, it felt random and frequently 
unfair. How are you to know what types of stat 
upgrades to be going for? You could blaze 
through the maze as the speedy Sonic the 
Hedgehog, focusing on finding further speed 
boosts to try to transform yourself into the 
fastest possible fighter. But if the final battle 
type that's randomly selected after five 
minutes have elapsed has nothing to do with 
your ability to accelerate, what have you just 
spent those five minutes of your life doing? 

And so I returned to Classic Mode. Running 
through with yet more characters, earning 
piles of gold and buying as many trophies as I 
possibly could, just so | could read the text 
descriptions attached to each one - those 
have been my favorite aspect of these new 
Smash titles for sure. Whichever Treehouse 
employees wrote these things deserve to get 
raises, because they're consistently hilarious. 

But that's that for 3DS Smash. It's this odd 
little insular installment in a series built on big 
social interactions with groups. It had its time 
to shine - a brief window of days stretching 
between October 3 and November 21 - and in 
that time Nintendo sold millions to fans who 
couldn't quite wait for the main event to 
arrive. There are some people out there who 
don't own a Wii U and this game's a good 
option in that situation, but I think its time in 
the sun is already done. 
Expect to see the 3DS 
Smash live on through 
StreetPass events, 
but probably nowhere 
else beyond there. It's 
a game you play alone, 
not with friends. - LUCAS 


2. or with the Whole Family 
SUPER SMASH BROS. FOR Wii 


COMPLETE, ABSOLUTE CHAOS. I’ve 
played some pretty frantic Smash matches 
over the years, from the N64 to the GameCube 
to the Wii. But here on Wii U, Super Smash 
Bros. has become pure anarchy - there's just 
no way your mind can keep up with eight dif- 
ferent fighters all flying around the battlefield 
at once! 

Nintendo kept the existence of eight-player 
Smash a closely guarded secret, choosing not 
to reveal it until weeks after the 3DS version 
had gone on sale. And wisely so - had the 
public known about it in advance, it would 
have been another encouragement for people 
to hold off and save their money, taking sales 
away from the portable edition. But now that 
it's known, and it’s here, it’s clear - Smash 305 
is the game to play on your own, and Smash 
Wii U is the one you go to when you've got a 
huge group gathered together. It is Super 
Smash multiplayer taken to the extreme. 

Maybe a little too extreme, in fact — eight 
people really is too many to keep track of. 
These massive matches are comically unbal- 
anced in their opening moments, and things 
really only settle down if you're playing a 
stock match, so that the number of fighters is 
allowed to be slowly whittled down until some 
kind of manageable match can emerge. | love 
that eight players can play at once - it's fun to 
try if you've got enough people around and 
enough controllers to pass out to them. But 
it's not something I want to play a lot of, 
through the years ahead. Just give me my four 
- that's the magic number. 

Of course, two also works well. That's 
another area where Wii U Smash excels – it 
allows you to play co-op with a friend in many 
of the modes that the 3DS edition restricts to 
single players. You can play Co-op Classic. 
Co-op All-Star. Even a Co-op Home Run 
Contest! By golly, if you don't have a buddy 
around to play with you, you're missing out. 


But that's where Amiibo comes in. These 
readily available А.І. partner characters are 
only a simple tap away from jumping into the 
game and fighting alongside you. Or against 
you - either one. Training up an Amiibo and 
seeing its skills grow over time is a lot of fun, 
as they really do fight like dopes to begin with, 
and then they really do become seriously 
skilled combatants once they've leveled up 
enough. My Mario Amiibo summons forth the 
powerful JUMPMAN, and I'd put him up 
against any other Amiibo out there! 

The core appeal of Super Smash Bros. for 
me, as a super Nintendo nerd, is in its crazy 
crossover of all of the different characters and 
worlds from normally separate series. So the 
Wii U's exclusive Event Matches are a dream 
come true for me. Events have been featured 
in past Smashes too, but with a larger roster 
here than ever before, there are even more 
interesting interactions to be seen — from 
Little Mac and Wii Fit Trainer teaming up over 
their common love of exercise to an eight-way 
battle between all of the sword-wielding char- 
acters in the game. (Sakurai sees your com- 
plaints about too many swords and makes 
direct reference to the fact. Take that!) 

The only complaint I can come up with here 
is that | prefer the way Classic Mode is pre- 
sented on 305, with its branching pathways - 
something about the presentation and the 
sense of progression feels better there. But if 
that's the only negative my brain can generate 
about this masterpiece of a package, I'm going 
to call it a statistical outlier and cast it away. 
This is as close to a perfect 
Nintendo game as a 
Nintendo game can 
get - it's a celebration 
of the entire company, 
and you'll be able to 
entertain your entire 
family with it! - LUCAS 
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Doppelganger Duel 


Dark Pit has challenged Pit to a duel! 
Time to decide once and for all 
which angel is the real deal! 


[t dork pit LI 


! Normal 
ГА Default 


EVENT MATCHES 


There are so many different commonalities between the 


playable cast's many characters - Kirby and Yoshi are both 
gluttonous eaters; Mega Man and R.O.B. are both robots; 
Pac-Man and Pikachu both have yellow bodies, which match 
up well with the Yellow Devil in Mega Man's stage. Events 
Mode takes these connections and makes special battles out 
of them, with unique win conditions and rewards. There are 


both single-player and co-op Events to take on, too! 


SMASH TOUR 


Perhaps the most manic piece of this all-around chaotic 


package is Smash Tour, a rapid-fire board game-esque mode 
that pits four players against one another in a challenge to 
see how many stat boosts and playable characters they can 
gather before the total number of turns has elapsed. It's wild, 
and it's a lot of fun — like a faster-paced, fighting-focused 
Mario Party. If you have friends and family wanting to play 


Smash Wii U with you, jump into Smash Tour right away. 


CONTROLLER OPTIONS 


While the capability to play Smash battles with up to eight dif- 
ferent people active at once is an enticing proposition, it 
could also have been an expensive one. Thankfully, Nintendo's 
made this game compatible with every different controller 
type they've released since 2001, so it shouldn't be too hard 
to scrounge up enough for everyone. (Whether they're all the 
same kind is a different matter.) Most sought after will be the 


Smash-branded Cube controller and adapter, of course. 


STAGE BUILDER 


The cherry on top of this already packed package is a more 
robust Stage Builder mode than we got with 2008's Brawl. 
Now, stage creation takes place on the GamePad's touch- 
screen, with helpful grid lines that make it easy to envision 
your platform placements. You can draw curves, loops and 
shapes of any kind, but the new interface is particularly well 
suited to building with squares. Take a look at the 8-bit Link 


| made as my first stab at Wii U stage building! 


ыы Clear tho stage on hard difficulty. 
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WHAT “ULTIMATE” 
GAME WOULD YOU 
LIKE TO SEE HAPPEN? 


LUCAS 
Ice Climber Ultimate! 
Expand the NES original to 
four players, fix the aged 
controls and give it all a 
graphical overhaul. 


DAVID 

I think you might have 
stolen mine, though I'd say 
Ice Climber redone the way 
DK was іп DK 94, So I'll say 
Pro Wrestling Ultimate! Up. 
to four players can layeth 
the smacketh down while a 

fifth can control the 

referee in first-person 
using the GamePad. He can 

only call what he sees! 


TONY 
Bomberman Ultimate! 
Saturn Bomberman 
allowed for 10 players, 
recent installments have 
allowed for eight . . . it's 
time for Konami to go all 
out with a massive 
32-player blastfest! Make it 
cross-compatible between 
Wii U and 3DS, and allow 
online spectators to toss 
bombs and items into the 
arena by tapping the 
touchscreen! 


THOR 
Pokémon Ultimate! Every 
region in one game, ending 
with the Pokémon World 
Championship! 


JONATHAN 
Ultimate Muscle Ultimate! 
| miss those little pink 
weirdos. | also miss 
surrealist, semi-super- 
heroic wrestling games. 
Or if that doesn't work, 
David's Pro Wrestling 
ultimate could do the job. 
Star Man and his old NES 
gang are just brimming 
with untapped potential. 
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Someone, Take Me Back to 1989 


| LOST TRACK of Tetris. Somewhere 
along the way, at some point, years ago. 
І played each new version of the puzzler 
up until the N64 era or so - as | have 
fond memories of time spent spinning 
worlds around in Tetrisphere - but by 
the time Mickey Mouse had showed up 
to host the whole affair, I'd checked out. 

Tetris has changed a lot since then. 

Did you know that you can keep 
moving blocks after they've landed now? 
They don't stick in place as long as you 
keep spinning them around in circles, 
inchworming them this way and that 
across the top of the stack. 

Did you know that the most impres- 
sive accomplishment to achieve is no 
longer the four-line clear with the long 
block, but something called a "T-Spin?" 

I had a lot of catching up to do. 
Tetris Ultimate has helped, as this 
release has been billed as the definitive 
modern version of the classic game. And 

it is, in a way – its array of options is 
truly impressive, as it offers you the 
power to turn off and on all of the "new" 
game elements that have been tacked 
onto this design since the '80s. Don't 
like the "spin blocks forever" rule? 
Deactivate it, making the game more 
like it was originally. Don't want the 
shadowy "ghost image" of the current 
block showing up in the playing field? 
Turn that off too. 

| did both of those things at first, 
trying to make this new game line up 
better with my memories of the old 
days. But eventually | turned them all 
back on, committing to the task of 
bringing my aged Tetris brain up to 
speed with what's happening today. 
That's probably what the developers at 
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Soma Play were hoping for, right? For 
the game to be played as it's presented, 
with the default settings in place? 

unfortunately, that all backfired. As 
soon as | started really scrutinizing this 
edition as what the newest, most 
modern Tetris should be, the whole 
package began to unravel. 

Take Tetris Ultimate's selection of 
game modes. There are six that form the 
core, including Marathon, Endless, 
Sprint, Ultra, Battle and Battle Ultimate. 
They're a fine selection of standard 
ideas - playing as the blocks get faster 
and faster until you lose; playing to see 
how high a score you can rack up in a 
set three-minute time limit; playing 
against ап А.І. opponent who can send 
garbage lines your way to try to force 
you to fail. You can even play each of 
these modes online, taking on real, 
human opposition as opposed to the 
bland TetriBots facing off against you in 
single-player. 

But ...isthat it? Are those six modes 
the full extent of a 2014 game called 
Tetris Ultimate? 

Well, no. A few more single-player- 
only options are here too — Rotation 
Lock, Invisible, Escalation and Master. 
These additions have been presented as 
being exclusive to the 3DS, and won't be 
found in the versions of Ultimate going 
to Xbox and PlayStation platforms. 

So we're up to 10 total modes. Except 
that, well, three of those four exclusive, 
3DS-only additions are locked when you 
start the game. Only Rotation Lock is 
available - a game mode that could 
instead be called Tetris Unfun Edition, 
because it removes your ability to spin 
the blocks and forces you into failing or 
succeeding based on nothing but the 
pure, random chance that the blocks 
being supplied to you are both the ones 


TETRIS ULTIMATE 


you need and are already spun into the 
right orientation for you. Nine times out 
of 10, they're not. So this is an entire 
mode of nothing but frustration. 

And in fact, from the original set of 
six modes, Endless is also locked when 
you first power on the game - its access 
lies behind the requirement that you 
successfully finish Level 15 in Marathon, 
which is another pain to deal with. 

So assuming you never successfully 
jump through the hoops of achievement 
the developers have laid out for you 
here - a very real possibility for many — 
Tetris Ultimate is a game that contains 
five different modes you can actually 
play, alongside a sixth that is wholly 
unfun. 

I'm beginning to think I didn't miss 
that much after all in not playing any 
new Tetris titles since the 905. 

And yet, I follow Nintendo gaming 
closely enough to remember the ones 
I’ve missed along the way - and turning 
back the clock a few years to look back 
on their feature sets, І can see that both 
20115 Tetris: Axis for 305 and 20065 
Tetris DS before it were much more 
robust offerings than Ultimate here. 
Either of those would be a better option 
for you today - the DS cartridge would 
probably be hard to come by at this 
point, but Axis is on sale in the eShop 
for just $9.99, which is half the price 
Ubisoft's asking for Ultimate. 

Heck, the original Game Boy Tetris 
can be downloaded as a Virtual Console 
title for just $3.99 — the very same game 
that appeared on Nintendo Power's 
cover exactly 25 years ago. That's the 
best value of all. | think I'll retreat back 
to that classic from 1989, and leave this 
modern mess behind. - LUCAS 
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What Life are You Waiting For? 


GETTING SIDETRACKED IN 
Fantasy Life is far too easy and fun; 
it's like finding the loose thread on a 
sweater and unraveling the whole 
garment before realizing what 
happened. That sums up this entry- 
level RPG from Level-5 in a nutshell. 
But first things first: Fantasy Life 
begins with an elaborate and enjoy- 
able character creation mode. The 
amusing process allows for a healthy 
amount of customization, like hairdos, 
eye color and more. Soak in this early 
entertaining activity, though, because 
the text-heavy intro right afterward is 
a snoozefest. Thankfully, the slow- 
moving prologue is the weakest part 
of the game, so everything - for the 
most part – gets better from there. 
Once clear of the chatty opening, 
Fantasy Life opens up and lets you 
choose how to proceed. Honestly, the 
options are overwhelming, with 12 dif- 
ferent jobs — each called a Life — to 
choose from. Should you take up the 
sword and become a Paladin, or stay 
safe in the kitchen as a Cook? The 
decision is entirely up to you. 
Each Life features a small separate 
story surrounding that job, and the 
mini-tales weave in the characters 


who reside in Castele, the focal point 
of Fantasy Life's setting, Reveria. The 
terrific translation and script bring 
these citizens to life (no pun intended) 
and make the virtual world feel more 
like a living, breathing place. Prepare 
to laugh and smile at the humorous 
puns, witty quips and just plain fantas- 
tic writing. 

Overall, the writing makes up for a 
sluggish story in general. While cute, 
Fantasy Life doesn't know when to 
shut up, which is a shame. The 
campaign is mandatory for seeing all 
of the lands of Reveria, from the 
snow-covered mountains to the dusty 
deserts. It's not overly long, but the 
yarn that's spun is heavy-handed and 
meant more for newcomers to the RPG 
genre - though its feel-good nature 
will resonate with many. 

The real thrill behind Fantasy Life is 
its single-player MMO-like nature. 
Going from town to town and complet- 
ing objectives is weirdly satisfying, like 
smugly checking off to-do list items. 
While many may see this as a giant 
array of chores, the attraction here is 
having control over the situation. 

If someone wants a new set of 
garments, just say no (unless Tailoring 
is up your alley). Instead, focus on 


adventuring and slaying monsters, like 
| did. As a Hunter, for example, I gravi- 
tated toward eliminating enemies for 
Reveria's residents. And the rinse- 
and-repeat process works, because 
Fantasy Life constantly offers new 
lands to explore and beasts to beat. 

And seeing the sights and sounds 
of Reveria is a pleasure, as the art 
style by no means pushes the 3DS, but 
just works well. Plenty of color and an 
adorable aesthetic make Fantasy Life's 
world a joyful place to visit. The fact 
that equipped gear shows up visually 
on characters also adds to the charm. 
Complementing the whole presenta- 
tion is the upbeat soundtrack, with a 
march-like and uplifting playlist. 

But Fantasy Life doesn't necessarily 
want you just marching in one direc- 
tion. No, the game smartly leads you 
into different career paths as well, in 
addition to the optional objectives. 
Creating the best gear for a Paladin 
requires Blacksmithing, but that gear 
needs minerals and material from 
Mining. How Level-5 interconnected 
the various Lifes and systems is 
impressive. This is a deep and reward- 
ing RPG that's content-rich, but defi- 
nitely beginner-friendly up-front — 
arguably the best of both worlds. 
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What's also notable is the easy-to- 
understand combat and work at the 
core of every Life. For example, the A 
Button serves as the action input for 
shooting an arrow or striking a rock 
with your pickax. While this seems 
limiting at first, Level-5 elegantly 
utilizes rhythm and the X Button to 
add depth to the system. As such, 
there's more to it than spamming a 
single button, but it's still simple. 

Fantasy Life also incorporates local 
and online multiplayer, so people can 
team up to tackle dragons. The setup 
process is obtuse, but enjoyable once 
working. That said, when a visitor 
arrives, Life-switching and story 
missions are a no-go, so the co-op 
seems geared more toward high-level 
play. That's fine, but the lack of 
random matchmaking is frustrating. 

Don't let my grievances throw you, 
however. Fantasy Life is one of the 
most engrossing, endearing RPGs on 
3DS. Yes, the story is a slog at times 
and the multiplayer is far from fully 
featured, but the game's foundation is 
strong. Amazing writing, cool custom- 
ization options and a bubbly presenta- 
tion make the experience even better, 
coming together to create a captivat- 
ing world to explore and get totally 
sidetracked in. - EVAN 


NINTENDO 
LEVEL-5 &1-UP STUDIO 


TRAVELING TIPS FOR THE ASPIRING ADVENTURER 


Fantasy Life throws a lot at you right off the bat, so coming to grips with all the systems and jobs takes time — but we've got a few recommendations for getting the most out of this delightful RPG. 


For starters, pick up a second collecting class as soon as possible, especially if exploring and hunting is your game. Subclasses will earn experience even while not active, such as Mining or Angling 

while in the Hunter or Paladin Life. That means while sprinting around the Grassy Plains to exterminate enemies, you can also find minerals 

or catch a fish as you see fit. And most importantly, don't get hung up on completing the story all at once. 
Play Fantasy Life the way you want and go off the beaten path to spice things up! 
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Best TMNT in Years 


THERE'S BEEN A a bit of a rocky climb for the 
Teenage Mutant Ninja Turtles since we began 
covering their games in these pages. First was last 
year's rather poor Wii offering, which attempted to mimic the old- 
school beat-'em-ups against the backdrop of the current 
Nickelodeon cartoon, followed earlier this year by a solid-yet- 
unspectacular Gauntlet-style "sewer crawler" based on the 
universe of this summer's Michael Bay film. 

This time, Activision returns us to the Nick toon's world, and, 
with the help of developer WayForward, provides us with the best 
TMNT game in years - since 2009, at least. 

Danger of the Ooze takes its inspiration from a different genre, 
and one not commonly explored by the Turtles: the Metroidvania. 
The basic exploration and backtracking aspects associated most 
strongly with the Metroid and Castlevania franchises are here in 
full force and executed well, with the four heroes leveling up in 
unison but possessing their own unique traits as well. The game 
wears its inspiration on its sleeve, with familiar elements possess- 
ing their own analogs here - throwing shuriken of different types 
is used instead of Samus Aran's missiles to open color-coded 
doors, for instance. 

unlike Metroid, however, combat is a bit more involved and 
Turtle-esque in this title. Much of it involves performing combos, 
followed up by one of four "Shell Kicker" finishers performed by 
pressing in one of the four cardinal directions. Different foes often 
call for different tactics, with some requiring disarming before 
laying into them. 

The only real issue to speak of is that odd occasional graphical 
glitches occur now and again, such as gun drones firing backward 
or the energy aura of others being left behind until you leave the 
area. They don't really affect the gameplay much, if at all, but are 
nonetheless something of an eyebrow-raiser. 

That aside, Danger of the Ooze is clearly a product of fans of 
the show, hitting all the right marks. If you play only one TMNT 
game this year, make it this one. 


- DAVID ACTIVISION 
WAYFORWARD 
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| Don’t Wanna Be а Bad Guy! 


SKYLANDERS TRAP TEAM 


WHETHER YOU LIKE it or not, Activision 
has decided to make the Skylanders fran- 
chise a yearly release - so barring some 
global catastrophe, there will be a new 
Skylanders game each year for the foresee- 
able future. That means a whole new wave 
of characters, a new gameplay gimmick and 
a lot of parents with empty wallets each 
holiday season. The franchise certainly 
draws a lot of ire from fans who feel the 
gameplay experience is too pay-to-play, but 
that’s only for the 100% completionists. 
Skylanders Trap Team is no different when 
it comes to the "pay more, play more" 
mantra, but that doesn’t mean the experi- 
ence isn’t a wonderful and worthwhile one. 

Skylanders Trap Team features the same 
core experience of previous Skylanders 
games: Grab your collection of figurines, 
plop them down on the portal and trans- 
port them into the game world. All your 
previous Sklyanders will once again be 
compatible here, but there’s new content 
blocked by gates that only the new Trap 
Team characters can open. There's still 
plenty to explore for those who don't feel 
like shelling out any extra cash beyond the 
cost of the launch bundle, but it's sad to see 
that not all Skylanders of the correct 
element can open these gates, due to them 
not being Trap Team members. Again, this 
is Activision working to drive more toy 
sales. No use complaining. 


The hook this time is that you're out to 
help the recently freed Trap Team 
Skylanders in their quest to recapture a 
new wave of foes. These evil-doers were 
once imprisoned in Traptanium, but series 
villain Kaos managed to set them free. Now 
only the Trap Team with their Traptanium 
crystals can recapture the baddies and lock 
them away! The best part is, you actually 
get to have the bad guys fight on the good 
side once you capture them. This is where 
the new portal and toys come into play. 

This year's portal comes equipped with a 
slot for Traptanium crystals. Plop one of 
these suckers down into the portal after 
defeating a mid-boss or big boss and they'll 
become yours to control. They'll even speak 
to you through a speaker on the portal, 
continuing to chatter as you progress in 
missions. Sound will seamlessly transfer 
between the portal speaker and TV when 
playing as the bad guys, making for a really 
immersive experience that'll certainly 
make you smile. 

As for the rest of Trap Team, it's 
business as usual: Blast through levels, 
swap out characters, collect stat-boosting 
hats and take out all the villains in your 
way. There are even some extra Kaos chal- 
lenges to let you earn all sorts of power- 
ups for your Skylanders crew. 

Trap Team's more of the same, but that's 
a good thing. A high-quality experience 
with lots of fun little details, and plenty of 
content to explore. - KEVIN C. 
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Time to Count the Costs 


DISNEY INFINITY 2.0: MARVEL SUPER HEROES 


DISNEY INFINITY 2.0 brings loads of new 
stuff to its crossover universe, even if it's 
not all available now. At launch, all of the 
Guardians of the Galaxy and most of the 
Avengers were available to purchase in 
stores - but no Hulk. That was a true 
bummer for anyone who got the game 
immediately and likely went through all the 
Avengers content right away. The Avengers 
world came bundled with a new (largely 
redundant) base, but Spider-Man and the 
Guardians also have worlds to traverse if 
you throw down more cash - around $35 
each. Is that price tag, which is equivalent 
to most new 3DS games, worth it? In my 
opinion, no. 

The first thing that happens when you 
boot up the game is a scene you play 
hrough involving a bunch of characters 
who weren't even out at launch and aren't 
related to Marvel at all. Aladdin, Merida, 
Donald Duck and more introduce you to the 
new world, but it was all a little confusing 
without the characters on the shelves for 
purchase. Why weren't they all available at 
aunch? This is Disney, for heaven's sake! 

After the intro, you're put into the Toy 
Box, which is really the reason for owning 
he game. There's something impossibly 
exciting about having a duel between Mr. 
ncredible and the Hulk, or having Jack 
Skellington trade scares with Venom. Of 
course, to be able to do all of this means a 
significant monetary investment on the 
player's part. The Toy Box has been stream- 
lined, making it much easier to create new 
content. You can even drop in fully-loaded 
cities and design elaborate interiors to 
keep players entertained. Being able 
to share and download others’ 
creations brings the game to life. 


However, leaving behind all of the 
content players worked for in the last itera- 
tion is a tremendous oversight. Surely a 
solution could have been delivered to 
transfer that data? 

The pre-loaded worlds, in comparison, 
seem dull, repetitive and short. They all 
share the same sorts of basic missions and 
adventures. Sure, the puzzles may be dif- 
ferent and the story is character-centric, 
but the sheer amount of times players are 
asked to go somewhere, clear the baddies 
and push a button is staggering. 

Once you discover how to control flight 
or web-slinging, all non-airborne charac- 
ters seem like a drag. The game offers 
S.H.I.E.L.D. tech or other possibilites to aid 
in this, but oftentimes the flying character 
will reach the destination and clear the 
baddies before a land-based character can 
even find a portal to grab a bike or ship. 

Some of the battles and bosses are quite 
inventive, but may be stifled by a lack of 
directions, a wily camera that never seems 
to point the right way or cheap tactics. 
There's little consequence for failure 
though, so players can keep returning via 
checkpoints until they succeed. 

Crossover coins are a welcome idea, but 
players will likely clear all the missions 
before finding all the coins, leaving the new 
characters without much to do. 

Infinity 2.0 is worth 
owning, but players will 
need to perform a cost- 
benefit analysis on extra 
content before purchase. 

- BRETT 
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No More Birds 


ONE YEAR AGO, we took a look at Power Rangers Megaforce, a 
fairly solid, competent title with an extremely grating vocal track 
that severely affected our enjoyment of the game. 

On the bright side, Super Megaforce has ditched the incessant, 
inane sound bytes, leaving only a bare minimum behind for 
victory cheers and the like. On the downside, it seems like they've 
ditched most everything else as well, leaving wannabe Rangers 
with an extremely pared-down, barebones experience. 

Like others in the series, this one is a brawler for 8596 of the 
time spent in each of its nine levels, with a one-on-one Megazord 
battle finishing each one off. Unfortunately, the stages aren't very 
imaginative and are even rather repetitive in themselves, ending 
abruptly upon defeating the final wave of enemies. The А.І. is vir- 
tually nonexistent on both sides, as enemies basically just face 
you and take their beatings almost unflinchingly, while occasion- 
ally dishing out their own. Meanwhile, the Ranger partner you 
choose at the start of each segment just sort of tags along, follow- 
ing the basics of whatever preset command routine you give them 
and generally ignoring stage hazards and item pick-ups alike. 

As for the Legendary and Q-Rex Megazords: If you've seen the 
show, you know how fast and agile they can be, but here, they just 
sort of lumber. Also, you can't pause during these segments, 
which is simply inexcusable. 

One neat aspect taken from the show is that this team can use 
Ranger Keys to call upon the powers of previous teams of 
Legendary Rangers. Aside from the full Super Megaforce and 
Mighty Morphin teams, though, this only amounts to the Red 
Ranger of each past season. 

This is one of those games that clearly feels like it's targeting 
young kids, perhaps made evident by its lack of any 3D whatso- 
ever. And younger fans may enjoy it, but it'd be a tougher sell for 
those older fans who actually remember the original Rangers. 

After 20 years, the Rangers deserve better. (But at least it's 
more tolerable than last year's iteration.) - DAVID 


BANDAI NAMCO 
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WHEN ВАҮОМЕТТА ORIGINALLY came out іп 2009, 
it was a glorious breath of fresh air. Even today, the first 
game features non-stop action and a great combo 
system. It shows a little bit of age here - especially 
compared to its sequel's shiny newness - but it runs just 
as well, if not better, than its stellar Xbox 360 version. 

The Wii U version sees some new additions, primarily 
in the form of Nintendo-themed costumes. You can play 
through the adventure dressed up as Peach, Daisy, Link 
or Samus and use abilities that call to mind those charac- 
ters - Samus has an arm cannon and Link wields the 
Master Sword. It's all super cool, though the new 
costumes aren't alluring enough to warrant a full-on 
replay if you've experienced Bayonetta before, because 
they really are the only thing new in this re-release. 

If there's one thing that holds the original Bayonetta 
back for newcomers, though, it's that its sequel trumps it 
in nearly every way. Going back to the original game 
after playing the new one feels like watching a CG-heavy 
movie from 2002. As long as you can historicize the 
game, it still holds up, but it's just thoroughly trumped by 
what came later. That doesn't retroactively ruin 
Bayonetta, but it makes it less necessary if you have 
limited time. 

In a perfect world, every player who has both of these 
games should play Bayonetta and then follow it up with 
Bayonetta 2. It's just difficult going back to the original 
after all of the improvements of the sequel. The first 
Bayonetta adventure is still fun (aside from a cruel boss 
rush near the end), but it's not quite the revelatory expe- 
rience it was five years ago. 

Now, on to the main event. 

Nonsense. Mayhem. Insanity. Gratuitous. Those words 
coursed through my mind throughout playing Bayonetta 
2, the new Wii U character action game from Nintendo 
and Platinum Games. Wasting no time, Bayonetta 2 hits 
the ground running for more than 10 hours of absolute 
chaos and madness. One of the most elegant games on 
Nintendo's latest console, Platinum Games' work is 
incredible, fun and engaging, adding up to be one of the 
most action-packed releases in recent memory. 

For better or worse, all that fun is packaged in a 
wrapper starring an entirely unsubtle dominatrix of a 
character in Bayonetta. Some of her opening moments 
involve a close-up of her crotch right before the camera 
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The Witch is Back 


BAYONETTA 8 BAYONETTA 2 


3. ETTA 


zooms between her legs, and during combat, she 
routinely loses all of her clothes. That’s somewhat 
explained, since her witch powers come from her 
clothing (which is made up of some sort of demonic 
hair creatures), but exposition or not, it’s not exactly 
family-friendly fare. Your mileage may vary on how 
you feel about Bayonetta’s characterization. 

There’s a lot of mystical lore in the world of 
Bayonetta to back it up, though. The basics are 
that Bayonetta’s best friend Jeanne is lost in 
some kind of facsimile of Hades, and being a 
good friend, Bayonetta wants to save her at 
any cost. In-between that is a lot of confusing 
world-building, and even without skipping any 
cutscenes it’s still very dense and hard to 
parse through. It also doesn’t help that the 
writing, while amusing at times, is often 
awkward and stilted. While there are a few 
callbacks to the original, Platinum does a 
great job of continuing the story in a way 
that just rewards fans of the original 
instead of alienating newcomers. 

Regardless of your experience, 
though, the character of Loki (who 
resembles a young boy and can 
turn into a squirrel), is the worst. 

He plays a prominent role and is 
generally just annoying. Luckily, 
other characters, such as the 
mysterious villain referred to 
as the Masked Lumen and 
Bayonetta’s trusted shop- 
keeper Rodin are great, fitting 
perfectly into the outrageous 
and over-the-top cacophony 

of action that Platinum has 
created. As the story pro- 
gresses, some other charac- 
ters with ties to Bayonetta’s 
past appear that offer up 

some nice character 

moments. 

Story aside, one 
thing’s for sure: 
Bayonetta is 
powerful, both in 
her actions and 
in gameplay. 


NINTENDO’S CLOTHES 


Not only can you romp through the world of Bayonetta 
across two games, you can also do it while dressed up 
as your favorite Nintendo characters. You have your 
choice between what amounts to Bayonetta’s attempts 
at cosplaying as Fox McCloud, Princess Peach, Princess 
Daisy, Samus Aran and Link. Each outfit is fun in its own 
special way, with copious references to the costume's 
origins. All of them (except for Fox) are available in both 
Bayonetta 1 and 2. Peach and Daisy are mostly the same 
outside of cosmetic differences - instead of Halos, 
enemies drop coins that make the Mario series’ trade- 
mark coin sound when picked up. Samus’ outfit is 
referred to as "Galactic Bounty Hunter" as Bayonetta 
dons a Power Suit. When using guns in-game, Bayonetta 
uses Samus’ arm cannon instead, complete with the 
appropriate sound effect. The Link costume is called 
"Hero of Hyrule," and Bayonetta wears the typical green 
tunic from the Zelda series. Instead of Halos, Rupees 
drop, complete with the Zelda jingle. And exclusive to 
Bayonetta 2, the "Star Mercenary" outfit calls to mind 
Star Fox’s hero Fox McCloud. The Love is Blue weapon is 
replaced with mini Arwings that shoot lasers with the 
appropriate Star Fox audio cue. You can even lock on, 
like in a Star Fox game! 


_ 


While she does get a little risqué at times, 
she’s more empowering than pandering. 
Bayonetta kicks all of the butts in the 
coolest and most devastating ways 
possible, even if sometimes she does it in 
an oddly suggestive way. The combo system 
and controls reflect her personality to an 
extent, as it’s all based around quick reac- 
tions and furious button presses. Rarely do 
you see such a perfect marriage of charac- 
ter and gameplay. 

The basic key to all of the combat is 
Witch Time, a dodging mechanic that – 
when executed at the right time - slows 
down the world around you. This is great 
for dialing in epic combo chains, and your 
prowess is allowed to organically develop 
through the campaign, especially when you 
learn of deeper mechanics such as Dodge 
Offset. The variety of weapons on display 
keeps the combat varied, as each one feels 
unique and different, employing a different 
set of strategy and skill. Of course, like the 
remake of the original, you can use the 
included Nintendo costumes to mix up 
those weapon sets further, especially with 
the Star Mercenary outfit that transforms 
Bayonetta into a regular Fox McCloud. (If 
you wear the Star Fox outfit in certain 
sections, you even get to see some spec- 
tacular Easter eggs that call back to the 
famous Nintendo series!) 

The single-player encourages replay, as 
you collect an in-game currency that lets 


you purchase more abilities, weapons and 


bonuses. The scoring system is stiff and 


challenging, but it’s also extremely reward- 
ing when you dominate enemies and earn 


the coveted Pure Platinum medal for a 
section. Outside of the single-player 


content, you can take Bayonetta 2 online in 


the Tag Climax Mode. This unique co-op 
experience pits two players against each 
other in an interesting way - the players 
need to work together to clear waves of 
enemies, but they also want to get the 
higher rank so they get rewarded with 
Halos. Tag Climax can be played with 
friends, random players or a computer- 
controlled character. It’s a smart multi- 


One Year Later? Better. 


ONE YEAR AGO, we reviewed both the Wii U and 3DS versions 
of Pac-Man and the Ghostly Adventures, giving the nod to the por- 
table’s 2D-styled platforming by Inti Creates over the high defini- 
tion console entry. The biggest reason for this came down to one 
main factor: an irritatingly uncooperative camera that worked 
against you just as often as it worked for you. 
This year, Bandai Namco instead decided to settle on having 
one game across both platforms, and opted to double-down ona 
single 3D platforming adventure (the Wii U version packs the 
greater graphical punch, of course, but aside from this and the 
features which commonly separate Wii U titles from 3DS games, 
мете assured the two are otherwise identical). So what did they 
do about the camera controls? 
Simple: They took them out altogether. The right stick does 
absolutely nothing, but the game seems better designed to take 
this into account, as seeing where you're going is rarely a problem 


player mode that plays to the strengths of 
Bayonetta's gameplay, encouraging you to 
get better at combat so you can do better 


now - the camera will turn and pivot as needed to give you the 
best vantage point available for the route you've chosen. Ditching 
the camera control altogether seems almost like an overreaction, 


than your partner/opponent. 
Bayonetta 2 is an absurdist delight 


complete with some of the slickest action 
gameplay out there. As long as you're not 


too bothered by the suggestive nature of 
the main character, it's an absolute blast 
from start to finish. Rarely do games feel 
like this much of a 
rollercoaster, and 
rarely do beautiful 


games like Bayo- BAYONETTA2 
netta 2 come to 

Nintendo plat- [] 
forms. - NEAL 


BUY-ONETTA 


Two years ago, Nintendo shocked the gaming 
world by revealing that Bayonetta 2 was 
coming exclusively to Wii U. While developer 
Platinum Games has worked on Nintendo 
systems before, the original Bayonetta never 
made it to any Nintendo platforms. So without 
having any prior history on Nintendo platforms, 
the sequel to one of the most well-received 
character action games of the last generation 
was coming to Wii U. Crazy how things work out 
sometimes! Fortunately, Nintendo and 
Platinum were aware that most of their fans 
likely wouldn't have played the original, and 
alongside Bayonetta 2's global release, the 
original game was ported to Wii U complete 
with new content. If you act now, you can buy 
Bayonetta 2 and get the original game for free! 


but we can't question the more favorable result. 
Beyond that, this sequel is very much like the first game, but 
overall more polished and refined with some new additions to 
freshen things up. Familiar levels such as Pacopolis and the 
Underworld are accentuated by new areas like Paclantis and outer 
space, while the same power-ups from the first game are back 
with a few new additions, such as the super-sizing Paczilla form. 
The other big additions are levels in which Pac-Man's friends 
Cyli and Spiral (and their vehicles) are playable. They were con- 
spicuously absent in the first Wii U game, but are welcome here, 
as they break up the platforming action and occasionally get 
involved in regular levels and boss fights, too. 
This Ghostly Adventure is more of what we got last year and 
then some, but if you have to choose between the 
two Wii U games, go for this one. - DAVID 
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Hoenn’s Evolution 


THE LONG-AWAITED REMAKES of 
Pokémon's third generation have arrived – 
and while they're every bit as great as we 
were hoping, they're not without some of the 
same issues that plagued the series' last set of 
games, Pokémon X and Y. 

Omega Ruby's storyline features the fire- 
themed Team Magma and its stuffy, intellec- 
tual leader Maxie striving to "help" humanity 
reach its next level by expanding the land with 
the help of the ancient Pokémon Groudon. The 
core of this story hasn't changed from 12 
years ago, but it has been slightly expanded 
upon to include the existence of the Mega 
Stones from X and Y. While their inclusion 
makes sense from the perspective of 
gameplay continuity, it does feel a little tacked 
on from a plot point of view. 

Thanks to the move to X and Y's 3D style of 
graphics, Hoenn looks fantastic. This is espe- 
cially evident when you enter a new city or 
major location for the first time, as you're 
almost always treated to a bird's-eye view of 
the area. While all of the cities and towns got 
a nice new coat of paint for this new genera- 
tion, some areas were completely overhauled. 
New Mauville is now totally enclosed, more 
akin to a huge shopping mall than a burgeon- 
ing electric-themed city. Each of the eight 
gyms also has something new to offer, some 
having updated puzzles while others have 
entirely new layouts. Battle animations still 
flow well, albeit with a touch of slowdown 
while a move is being chosen. This is espe- 
cially evident when the optional 3D is used, 
although the game is completely playable with 
the 3D turned off. 

The gameplay itself is by and large 
unchanged from previous games, but there 
are a few exciting new additions. One of those 
is the PokéNav Plus — with this new system, 
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you have several helpful "Navs" displayed on 
the touchscreen that you'll return to time and 
again as you play. The AreaNav - which acts as 
the map application — not only tracks where 
you are in Hoenn, but also which Pokémon 
you've run into on each route, which trainers 
you've encountered and which ones are ready 
to be rebattled. Also available is the DexNav, 
which is basically an upgraded Poké Radar. 
Working in conjunction with the new sneaking 
mechanic (see sidebar), the DexNav informs 
you of the type of Pokémon you're sneaking 
up on, its level, any held items and the move 
in its first slot, which may or may not bea 
rarely seen Egg move (usually only available 
through breeding). Add to this the Player 
Search System, Pokémon-Amie and Super 
Training apps from X and Y, and you've got the 
best version of the Nav systems to date. 

The game's difficulty is one of its stumbling 
points, because it's a tad on the easy side. This 
is mainly thanks to the Experience Share item 
returning from X and Y. While it saves you 
from having to endlessly grind your Pokémon 
one by one to make sure they stay close in 
evels, it also has the tendency to overlevel 
the entire team, which makes what would oth- 
erwise be difficult battles (like those with Gym 
Leaders) a piece of cake instead. 

If you loved the original Ruby and Sapphire 
on the Game Boy Advance, then you'll defi- 
nitely feel the good vibrations coming off of 
hese stunning remakes. Pokémon Omega 
Ruby is a lovely little trip 
down memory lane that 
combines the old with 
he new effortlessly. 
ust wait until you see 
what happens after 
you become the 
Champion! - THOR 


NINTENDO 
GAME FREAK 


ONLY IN OMEGA RUBY 


It wouldn't be a true Pokémon game without two different versions to 
have to choose between buying, and, as usual, there are some exclusive 
Pokémon in each edition. Here in Omega Ruby, the chief Legendary you'll 
get the chance to own is, of course, Groudon. He's joined as an Omega- 
only by Ho-Oh, Tornadus, Palkia and Reshiram, along with non-Legendary 
faves like Kabutops, Mawile, Zangoose and Nuzleaf. (Cooler than Shiftry.) 


Blaziken? 100 
 Ho— — 
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NEW MEGA EVOLUTIONS 


Pokémon X and Y completely changed the metagame of battling last year 
with the introduction of the new Mega Evolution mechanic, and over 20 
more Mega versions of classic monsters have now debuted by way of 
Hoenn. Sceptile and Swampert were expected, but Game Freak also 
picked a few surprising new Megas too, like Beedrill and Pidgeot. 


COSPLAY PIKACHU 


Oh, Pikachu, what won't you do? The series’ most versatile monster 
mascot has new tricks up its sleeve this time, as in these remakes you'll 
recruit a unique female Pikachu who can wear five different costumes. 

Each new outfit comes with a signature move that Pikachu normally 

wouldn't be able to learn, so her cosplay's both cute and functional. 


ONLY IN ALPHA SAPPHIRE 


The massive whale-like Water Pokémon Kyogre takes center stage in the 
Alpha Sapphire version, and he's supported by Lugia, Dialga, Thundurus 
and Zekrom on the Legendary front. Among the more common monsters, 
you've got Sawk, Seviper, Sableye . . . actually, that last one’s important. 
Sableye has one of the new Mega Evolutions in these games, and you can 
only get him here - whereas Omega Ruby has no exclusive new Megas. 


SNEAK ATTACKS 


X and Y finally upgraded overworld movement to not be so stiff, and 
Omega Ruby and Alpha Sapphire have now upgraded it further — by just 


lightly pushing the Circle Pad, you can cause your trainer to slowly sneak. 


The stealthy pace is employed to enable a new way to initiate battles, as 
you creep up on wild monsters to take them by surprise! 


How to avert the threat that will appear from 
space, as long was foretold... 


THE DELTA EPISODE 


Defeating the Elite Four is no longer the end goal of a journey through 
Hoenn, as after you become the new Pokémon Champion, an all-new 
story chapter made exclusively for these remakes begins. We won't spoil 
the details here, but it involves you teaming up with a new character 
named Zinnia and her loyal Whismur to — what else? — save the world! 


Soarin 


POKEMON 


EVERY POKÉMON FAN has a favorite 
region. For me, Hoenn's it. Generation III reso- 
nated with me back on the GBA - it was just so 
vibrant! So colorful and lively after how com- 
paratively bland Johto had been. | was under- 
standably thrilled when this pair of remakes 
was announced to finally be happening, and I 
dove into the updated version of the edition I 
first played over a decade ago: Sapphire. 

The storyline's the same here as in Omega 
Ruby, just with a cast change and a polar 
opposite villainous goal - the evil Team Aqua 
is out to flood the planet and reduce the 
livable land mass. It's a ridiculous aim, but it 
leads to an encounter with the truly cool 
Kyogre, so go on, Team Aqua. Do your thing. 

To be honest, | haven't been as impressed 
with Hoenn here in my second visit — even 
with some of the totally redone setpieces in 
place, you can tell that this land was a product 
of a now 12-year-old game design. Kalos was 
more fluid, more modern - it didn’t have to 
line up all its routes at right angles to one 
another like this. It makes me appreciate X 
and Y more to be taking this step back in time. 

But while the land itself is not as impactful 
in encore, one new method of moving around 
it most certainly shocked and surprised me: 
the new Soar ability. Pokémon games have 
always allowed you to "Fly" from place to 
place, but you never really flew anywhere - 
you just watched a brief animation of a bird 
Pokémon's shadow swoop down on you and 
then the screen warped instantly to the new 
location. Here, with Soar, you actually get to 
control the action in the air — traveling as fast 
or slow as you like, simply exploring the sky at 
your own pace. 
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REVIEWS 


g Success 
ALPHA SAPPHIRE 


it's brilliant. A 
wonderful new addition 
that | hope will become a regular fixture in 
future sequels and remakes too. 

Soaring is the one grand, bold addition that 
truly impressed me here - another was some- 
thing small. Just a little tweak to the over- 
world experience that I'd forgotten | wanted to 
see happen years ago. 

Scanning Pokémon! And not in battle. 
That's the way it's always been. No, here you 
can finally use your Pokédex to scan any 
Pokémon you encounter in any setting — so if 
you walk into some stranger's house and 
they've got a pet Zigzagoon sitting there, you 
can approach it and register it as a species 
you've now seen. This seems like such a little 
thing, but it's one of those things that's 
bothered me for years - in the cartoon, Ash 
Ketchum pulls up his Pokédex and scans every 
monster he meets to get some basic data on 
them. But the games have never allowed it! 
Not until now, and I'm thankful that this subtle 
but important change to the overworld explo- 
ration dynamic has been made. 

And I think that's the kind of thing you've 
got to look for when judging whether or not a 
remake is a success. You're not often going to 
see huge, sweeping changes - because if too 
much was changed, it wouldn't really be a 
remake any more. No, you've got to look for 
the small things. The added details that make 
you happy you decided to return to a place 
you've already traveled to once before. 

So Pokémon Alpha Sapphire still feels 
rooted in the past, and Hoenn isn't as magical 
to see the second time around. But I still think 
this remake's a soaring success. - LUCAS 
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The New Worst Sonic Ever 


SONIC BOOM: RISE OF LYRIC 


SONIC THE HEDGEHOG has returned 
with a brand-new cartoon, and this time 
he's accompanied by a pair of tie-in video 
games. Wii U gets Sonic Boom: Rise of Lyric, 
developed by a Western studio consisting of 
former Naughty Dog and Insomniac Games 
personnel, and powered by the same 
engine that made the Crysis series a techni- 
cal powerhouse. 

Naturally, the end result is a crippled 
mess that has stolen the crown from Sonic 
2006 to become the worst Sonic game of 
all time. 

We could sit here all day discussing the 
various bugs and glitches that highlight just 
how rushed to market this sick on a disc 
was. Cutscenes that don't play at the appro- 
priate time! Multiple lines of spoken 
dialogue from a single character that 
overlap! Falling through the environment 
and into grey voids for no reason! An option 
to invert Y-axis camera controls that 
doesn't do anything! 

Even if those issues didn't exist, Rise of 
Lyric is critically flawed from the concep- 
tual level. Off the bat, Sonic can't run! Oh, 
there are high-speed sections similar to the 
auto-running segments from Unleashed 
and Colors - although dodging here is as 
fidgety as a chihuahua hopped up on 
caffeine - but in the free-roaming areas, 
Sonic hoofs along so gingerly that you'd 
think he has thumbtacks in his shoes. 

This sluggishness applies to Sonic's 
entire posse as well. You can switch to Tails, 
Knuckles or Amy Rose at any time with a 
push of the D-Pad (although the team will 
often split into groups of two). Each pos- 
sesses unique navigation techniques - 
Sonic can spin dash up quarter pipes, Tails 
can hover and ride fan currents, Knuckles 
can climb walls and ceilings and Amy can 
triple-jump and walk along narrow beams. 
No matter who you're commanding, 
general movement is slow - slightly 
annoying at first, excruciating after less 
than an hour. 

And then there's the wonderful melee 
combat! Enemies will only appear in open 
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areas and must all be defeated before you 
can progress. The best strategy is to simply 
hammer the Y Button, since trying to use 
any of your special moves will leave you 
extremely vulnerable. There’s a dodge 
mechanic - executed by pushing any of the 
shoulder buttons — though it’s rarely effec- 
tive. The game doesn't even give you the 
courtesy of invincibility stun, so enemies 
can hit you multiple times in a row, causing 
you to lose rings at an alarming rate. 

Speaking of rings — which once again 
serve as your health meter - there's a cap 
on how many you can carry. Nonetheless, 
levels are littered with thousands of these 
trinkets. Why? Once you've hit the max 
amount, additional rings serve no purpose. 
You have infinite lives, so there's no need 
for the traditional 1-up after scoring 100 
rings. There's an upgrade shop, but that 
uses scrap metal found in treasure chests 
as currency instead. Literally the only 
reason to collect rings is if you are addicted 
to the chime that collecting them triggers. 

At least the voice acting is pretty solid, 
although it's kind of tough to appreciate 
when nobody wants to shut up! You can't 
go 10 seconds without somebody firing off 
a quip or engaging in pointless banter. They 
commentate over every step of the journey, 
spelling out where to go and what to do, 
even though all of the game's hazards and 
puzzles could easily be grasped by a pre- 
schooler. Every time you spring off a 
bounce pad, they have to announce that 
you've just sprung off a bounce pad. This 
game must be an elaborate experiment to 
measure how quickly the average player 
can be driven to madness. 

There is no pleasure in Sonic Boom: Rise 
of Lyric, only despair. It's a new low for a 
video game icon who never deserved such 
irresponsible treatment. Only Sega could 
expend so much effort to promote Sonic 
while caring so very little. - TONY 


Threat of Entertainment 


OVER ОМ 3DS is Sonic Boom: Shattered Crystal, developed by a 
studio whose big claim to fame was taking the reins from Sucker 
Punch to develop the fourth Sly Cooper game. This team's project 
fares better than its home console counterpart (though that isn't 
exactly a hard bar to clear). 

Shattered Crystal sticks closely to the same brand of boost 
gameplay that's marked Sonic's recent 2D entries. You can race 
through levels, or casually explore in search of blueprints to 
create new equipment or shards of the titular crystal. Most of 
these items are locked behind barriers that only certain charac- 
ters – like series newcomer Sticks the Badger, who replaces Amy 
in the four-man squad - can open, so you may need to return 
once the proper team member has been recruited. 

Scratch that: You will need to return. Unlocking new levels 
requires a certain number of badges, earned by completing levels 
and finding all the hidden items. Your progress will be swiftly 
halted if you only attempt the level completion badges, forcing 
you to revisit past areas against your wishes. 

This wouldn't be much of an issue if levels offered variety in 
the form of unique stage gimmicks, but they all share a near iden- 
tical template. There are no surprises awaiting you, only rehashed 
obstacles arranged in slightly different patterns, interspersed 
with automated segments in which you relinquish all control as 


your character runs through loo 


It’s a bland, inoffensive affair. 


ps and along walls. 
The graphics are not spectacular 


- some textures and geometry look straight out of a DS game. The 
music is not memorable - famed Sonic composer Richard Jacques 


delivers a most underwhelming 
commands are forced — it doesn 


performance. And the touch 
't get any better than flicking an 


energized slingshot to travel to new parts of the map. 
Shattered Crystal at least threatens to be entertaining, which 


is more than could be said abou 


won't generate any lasting impressions, dooming 
this game to be quickly forgotten. - TONY 
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Rise of Lyric. But mere threats 
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» SECOND OPINION 
POKEMON ART ACADEMY 


Most people know Pokémon video games as role-playing adventures, but thanks to Headstrong Games and Nintendo, 
Pokémon fans can now enjoy an Art Academy edition starring the famous creatures. I'd never played any of the Art Academy 
games before, and during the first few lessons here, | was actually quite bored — all | did was trace and color in. However, the 
controls for drawing are amazing. | never expected so many options for tools! What | love about the game is how many different 
Pokémon you can draw. At first, | thought this game would only feature the new Generation VI monsters, but it had some of my 
favorite Pokémon from past generations too — like Charmander, Mudkip and even Lucario! But, overall, the lessons just took too 
long. | felt | was doing 10 lessons on something that | should only need three lessons to learn. Sometimes | found myself thinking, 
"Meh, I'll draw that later," and that should never happen in a game about drawing! 


Now I'm not saying that it's a bad game, but it's not really a game I would classify as great either. So if you're someone who enjoys 
methodical learning of cool and interesting techniques to use when drawing Pokémon, then you would really love this game. But 
if you're like me and enjoy games that you never want to put down because they're so mind-boggling or action-packed, then 
this is probably not the game for you. In the end, though, I'm still enjoying learning how to draw Pokémon characters I've 
known since І was a little kid. So I'd say Pokémon Art Academy deserves a rating of 7 out of 10. (You just have to be in the mood 
for the game's slow pace.) - ELLY BOLLINGER, AGE 12 
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THE PROJECT 


CONTINUES 


New costumes, new stages. New everything! 


BACK IN OUR first issue of 2014, we profiled the 
new 3.0 update that had just been released for 
Project M. It seems only fitting to bookend the year 
by shining the spotlight on this incredible fan 
project again, as the game's just been updated to 
3.5 status. Since this team had already declared 
victory in their original goal of modifying Super 
Smash Bros. Brawl to play more like Melee, this 
new release is packed with nothing but pure fun. 
Well, OK - there are a lot of gameplay tweaks 
and behind-the-scenes design modifications too. 
What did you expect? The Project M team is the 


most detail-focused group of gamers on the planet. 


Taking top billing in this update, to me, is the 
vast array of all-new character costumes. The team 
has gone all out, adapting these mascots' source 
material to create things like Samus' new Fusion 
Suit and Light Suit. They've paid homage to other 
classic game series like Jet Set Radio, through a 
new stylish set of threads for Sonic. They've even 
taken Ganondorf and completely overhauled his 
look to match how he appeared in Ocarina of Time. 

The changes aren't just cosmetic for the mad 
Gerudo King, though, as Project M 3.5 also changes 
up his Captain Falcon-clone moveset to make him 
act more like himself — his Warlock Punch has been 
replaced with a new Neutral Special called the 


Д 


"Dead Man's Drift & Volley," which 
adapts how he attacked Link in Ocarina 
of Time. Pressing B now reflects back projectiles 
that are heading at Ganondorf, doubling their 
power for their return trip back the way they came. 
And if activated in the air, Ganondorf will now 
pause and float there. He floats! Just as he did in 
1998. It's a great change that further distances him 
from his longstanding status as a common clone. 

New stages have arrived as well, including re- 
creations of old-school arenas like Hyrule Castle, 
Dream Land and Metal Mario's Lair from the 
original Smash on Nintendo 64. The Ice Climbers — 
after getting the boot from the new Smash sequels 
-аге celebrated here with new outfits and a new, 
slick iceberg stage too. (It's good to see Nana and 
Popo are still in action somewhere.) 

Finally, perhaps the most interesting addition to 
this seemingly never-ending bounty of fan-made 
Smash goodness is a robust Debug Mode - it lets 
you visualize frame data, hit boxes and all the other 
hidden variables that make the characters behave 
the way they do. The competitive community will 
eat that stuff up. 

The new Smash games are sensational, but it's 
amazing that Project M is still going too, unde- 
terred. Keep up the good work, team! - LUCAS 
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Chrono Trigger 


EarthBound 
<7 by Michael P. Williams 


by Ken Baumann 


Galaga 
by Michael Kimball 


22Т 
by Anna Anthropy 


READING LiKE A Boss 


As its second “season’ "approaches, we take a look at the 


Kickstarter-funded series of old-school printed publications 


based on classic video games: Boss Fight Books. 


YOU ALLLIKE reading about video games, right? 
(Say yes - you're reading a video game magazine.) 
Well, Boss Fight Books might just be up your alley 
too. It's a series of critical, historical and personal 
books about classic video games that's now been 
funded twice over through Kickstarter. (The first 
series of books was funded successfully back in 
2013, and a second campaign for "Season 2" just 
concluded before this issue went to press). There 
have been many books in the past about video 
game history, but there haven't been many written 
about individual games. Each book (six so far, with 
six more to come in Season 2) covers a different 
classic game, such as EarthBound, Galaga, ZZT, 
Chrono Trigger and Jagged Alliance 2. 

The books spur philosophical discussions about 
what these games represent and how they've 
impacted players throughout the years. They offer 
a personal narrative of their experiences with these 
games which allows us - the readers - to compare 
our experiences to the author's. It's an interesting 
approach on how to tackle game analysis, because 
every player will have a unique experience. For 
example, author Ken Baumann wrote the series' 
debut, covering EarthBound, and packed it full of 
references to events in his own life. (There were 
times when I questioned whether the book was 
about EarthBound or about Baumann, but it was 
still an entertaining read.) 

The recently released sixth book in the series 
was written by Kill Screen's Jon Irwin, and it covers 


one of the more controversial sequels in gaming 
history: Super Mario Bros. 2. Irwin brings a unique 
perspective on the sequel by analyzing the 
gameplay, giving us history lessons and speaking 
with people who worked at Nintendo of America 
during the game's release. He offers a very human 
perspective by sharing personal stories related to 
the Mario franchise - specifically Super Mario Bros. 
2 - and how it's had an impact on his life. 

The book goes in-depth about how Nintendo of 
America’s Minoru Arakawa trusted Howard Phillips’ 
insight on what made a good game. But Phillips 
wasn’t an executive or anyone in a management 
position - he was just a kid. Nintendo let him play 
the latest games from Japan, and if Phillips played 
something that he didn't enjoy, he'd send a 
negative review to his boss. That negative review 
could potentially prevent a game from coming to 
the United States, and when he played the 
Japanese version of Super Mario Bros. 2, he criti- 
cized the game for punishing the player. On a 2012 
Nerdist podcast, Phillips said, "Few games were 
more stymieing than Super Mario 2 on Famicom." 

The author describes the differences between 
Japanese players and American players in those 
8-bit days. Japanese players wanted more challeng- 
ing games, but Americans were less comfortable 
paying $50 for a game where they would die (or get 
stuck) in the first 10 minutes. Nintendo was very 
protective of Super Mario Bros., because it was 
their most important game ever. They witnessed 


Jagged Alliance 2 
by Darius Kazemi 
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by Jon Irwin 


how games of poor quality had crashed the 
industry in the past, and they worried that the 
Japanese version of Super Mario Bros. 2 would 
taint the good name of the Mario brand. 

Jon Irwin interviewed former Nintendo of 
America executive Gail Tilden, who was one of the 
first employees at the company. During the holiday 
season of 1985, Tilden was part of the marketing 
group that persuaded New York City retailers to sell 
the Nintendo Entertainment System. 

In Irwin's book, Tilden explains, "Wanting to 
keep the marketing machine going, it's my recollec- 
tion that Mr. Arakawa, [President of] Nintendo of 
America, asked to put the Mario character family 
into Doki Doki Panic because we wanted to 
continue the promotion of that very successful 
franchise." 

"It was odd to call it Super Mario Bros. 2, since 
it didn't seem like a sequel to Super Mario Bros." 
says Tilden in Irwin's book. "[Selling] Doki Doki 
Panic would be reinventing the wheel again in 
terms of education and marketing push. As 
opposed to embracing something that people were 
really loving at the time. Doki Doki Panic didn't 
mean anything to anyone." 

One of my favorite parts in the book is when 
Irwin analyzes the Shy Guy enemy. Super Mario 
Bros. taught us that jumping on Goombas would 
automatically squash them. Shy Guy - the first 
enemy that you'll approach in SMB2 - reinvents the 
rules that we'd previously learned. 

"To jump upon what seems to be an enemy and 
have it ignore you, neither attack you in return nor 
be harmed in any way, is to bite into an orange and 
taste nothing," Irwin explains in his book. 

And that's just a taste of the in-depth, old-school 
info you'll find in each of these books. - EMILY 


Metal Gear Solid 
by Ashly & Anthony Burch 


Baldur's Gate II 
by Matt Bell 


Bible Adventures 
^| by Gabe Durham 


Spelunky 
by Derek Yu 


World of Warcraft 
by Daniel Lisi 


KICKSTARTED! SEASON 2 OF BOSS FIGHT BOOKS IS ON THE WAY 


Just as we were wrapping up this NF issue, the Kickstarter campaign for the second season of the Boss Fight Book series concluded after having achieved over 10 times its 
initial funding goal. The plan for Season 2 is to release books analyzing Metal Gear Solid, Baldur's Gate Il, Bible Adventures, Spelunky and World of Warcraft. In addition, 
everyone who backed the Kickstarter campaign got a chance to vote for the game to be covered in the 12th book. (They picked the PS2 classic, Shadow of the Colossus.) 


Super Mario Bros. 2 
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SUPER SMASH LAND 


Mario vs. Link. Kirby vs. Pikachu. Mega Man vs. Vaporeon? This alternate 
history take on the Super Smash Bros. series Imagines what it might have 
been like if it had debuted on the original, green-screened Game Boy. 


THE LAUNCH OF Super Smash Bros. for 
Nintendo 3DS marks the series' debut on hand- 
helds, but what if Nintendo had decided to publish 
a portable variant much earlier? Say, around the 
time of the first Smash on Nintendo 64, when 
software for the monochromatic Game Boy was 
still being produced? Dan Fornace, lead designer 
on Killer Instinct for Xbox One, took a stab at the 
concept with Super Smash Land, released for 
Windows in 2011. 

Rather than simply apply a spinach green filter 
to a beat-for-beat Smash recreation, Fornace con- 
sidered the limitations of Game Boy hardware and 
played to its strengths. Though you can still rock 
four-player brawls on a single machine, the 
playable cast is reduced to a modest six; the only 
modes are Classic, Versus and Endless; and charac- 
ter sprites are small enough to allow arenas to feel 
expansive even at the Game Boy's 160 x 144 pixel 
resolution. 

Smash veterans Mario, Link, Kirby and Pikachu 
make up the starting roster, and they're joined by 
two newcomers: Mega Man, foreshadowing his 
official Smash debut, and Vaporeon, sporting an 
incredible recovery move that allows it to instantly 
warp to a pool of water it previously formed else- 
where on the stage. Along with approximations of 
familiar N64 Smash locales, there are also several 
secret arenas created specifically for this game, 
like Clock Town from Majora's Mask and Lavender 
Town from Pokémon Red and Blue. The strangest is 
perhaps a stage based on the PC indie title Tower 
of Heaven, in which you must abide by divine 
commands such as "Thou shalt not walk left" or 
suffer painful retribution. 

The most significant alteration, however, is how 
controls are adapted to the Game Boy's two-button 
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layout. Abilities that made use of additional 
buttons and triggers - dodging, shielding and 
grabbing — were tossed out, while jumping is 
assigned to one button and all attacks to the other. 
To accommodate, characters only possess an 
abridged set of their standard and special attacks 
rather than their full suite. It takes a while to get 
accustomed to the new system - Mario can only 
perform his Super Jump Punch while airborne, and 
Pikachu's neutral attack is Thunder instead of Skull 
Bash, for instance. But with the lack of defensive 
techniques, fighting is far more aggressive. It's 
about who can strike first, not who's the better 
dancer. 

The unfortunate side effect of the reworked 
mechanics is that traditional smash attacks are 
almost entirely eliminated. Each character only 
has a couple of moves powerful enough to launch 
opponents, thereby making it harder and more 
frustrating to catch them in prime smashing 
position. The controls are ultimately too simple - 
why couldn't standard and special attacks be 
mapped to the two buttons, leaving the Up key for 
jumping? 

Super Smash Land is a marvelous proof of 
concept, fun in short bursts despite some deliber- 
ate yet frustrating design decisions. Fornace knew 
he had a solid framework in place, which is why he 
has decided to use what he learned to create a 
completely original fighting game called Rivals of 
Aether. In the meantime, do enjoy this portable 
pastiche with a friend or three. - TONY 


VOLUME ONE 


Matthew Taranto 


THE BRAWLS ALL HERE 


After six years and 600 strips, Brawl in the Family has called 


Matthew Taranto 


it quits. NF's own Matthew Taranto (who also happens to 
have been the creator of BitF), is here to express his thanks. 


GREETINGS, NF READERS! Matthew Taranto 
here, longtime comic artist and writer for NF 
Magazine and creator of the Nintendo parody 
webcomic, Brawl in the Family. 

BitF just came to an end in October at a full 600 
comics after a successful six-year run. If you've 
enjoyed my fractured take on Nintendo's beloved 
characters and worlds from NF, | invite you to 
check out the full archive of strips at the Brawl in 
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the Family website, brawlinthefamily.com. Though 
the comic's now concluded and there won't be any 
new strips added through future updates, the 
existing 600 aren't going anywhere. You can 
browse them at your convenience! 

The comic series' conclusion was punctuated by 
a Kickstarter to print all the comics in book form, 
and it blew my expectations away, exceeding its 
initial $56,000 goal by over $200,000! For those of 
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you who are already fans, I'd like to take this 
moment to thank you all for your continued 
support and devotion, which has made this journey 
an incredible one for me. And if you still want a 
book, they'll be up for preorder through the end of 
December! (The Brawl in the Family site has the 
link to use to jump into the PayPal store and place 
your order.) Just make sure you preorder soon, as 
we won't be selling many extras in the store itself 
after all the Kickstarter orders are taken care of! 

In the meantime, be sure to keep checking out 
NF Magazine for more Nintendo-related comics! 
While BitF has ended, l'II still be making strips here, 
such as this month's comic, seen just below on this 
page. Thanks for your support! - MATTHEW 
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THE CREDITS 


I'm the kind of guy who likes to stay sitting in a theater even after а 
movie is over - not because I think there may be an extra hidden scene 
after the credits (thought that's becoming much more common), but 
because I like to actually read the credits themselves. It boggles my 
mind how many people it takes to make even a simple film happen. 


Or a video game (to bring things closer to home), though when I finish 
one of those I’m rarely in the company of friends putting their jackets 
back on and telling me to hurry up and get back to the parking lot. 


And so | present to you the credits for NF Magazine's 2014 issues. 
These are the men and women who've made NF happen this year, and 
in the spirit of gratitude, each and every one of them deserves a heart- 
felt "Thank You!" in acknowledgement of the time they've invested. 


So why not offer them one? I’ve included their Twitter names here for 
easy reference, so if you feel like sending some #GratitudeProject 
tweets their way, please do so! 


STAFF WRITERS 


Aaron Kaluszka 
@ MegaByte 


Chris Carter 
@DtoidChris 


David Oxford 
@LBD Nytetrayn 


Evan Campbell 
@evancampbell 


Kevin Cassidy 
@GoNintendoTweet 


Neal Ronaghan 
@nronlo 


Brett Martin 
@NightramVGMM 


Daan Koopman 
@NintenDaan 


Emily Rogers 
@EmilyRogers 


Jonathan Holmes 


@TronKnotts 


Kevin Knezevic 
@kevknez 


Teagan McKenzie 
@Teaganitis 


Tony Ponce 
@megaStryke 


Lindsey Layne King 


Matthew Taranto 
@MatthewPTaranto 


STAFF ARTISTS 


Mark Kelly 
@Fryguy64 


Robert Hughes 
(QRType88 


@Jazaaboo 


Thor Thorvaldson 
@thormeister1971 


And, as always, a "Thank You!" to you for 
reading, and for being a member of the 


Nintendo Force! We'll see you in 2015! 


ININTENDOFORCE 
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